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Steal cars, kill in cold 


blood, insult his mother! 
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Has DOA 2 got more front 
than Soul Calibur? See inside... 


1 


nTXFTi 


INSIDE 


Half-Life • Virtua Cop 2 • The Nomad Soul • WWS Euro Edition • Fur Fighters • Stampede 
iJ? Hydro Sprint • Picassio Renegade Racers Urban Chaos • Spirit of Speed Carrier 
PC Gauntlet Leoends • The Road to El Dorado • 4 Wheel Thunder Marvel Vs Capcom 2 




























2 gameboy games for £40' 



many more titles available 



mind blowing savings 



DANGEROUSLY ENTERTAINING 


















































W elcome to another jam-packed 
edition of Dreamcast Monthly! 
This month we’ve got all sorts of 
lo\'ely Dreamcast stuff for you to enjoy, 
including our cover story; an exclusive 
first look at Tony Hawk’s Skateboarding 
(Page 26). Our huge eight page feature 
has everything you need to know about 
the Dreamcast version of arguably the 
greatest skateboarding game ever made. 
.And if you’re well into phat air and 
goofy* stances, you’ll probably be 
interested to hear that we\'e spoken 
exclusively to Tony Haw k himself over 
on Page 100 - what a guy! 

The exclusives don’t end there 
though. Our Showcase on Page 18 is 
dedicated to the sequel of what is 
possibly the most talked about game 
of the last five years — Grand Theft 
Auto. Foul language, drug references 
and car theft are in no short supply, so 
if you want a piece of the action, 
you’\'e gotta be 18 to play. 

Even though that means more PC 
and PlayStation ports to add to the 
already ample collection, you won’t hear 
us complaining. It’s always great to see 
the Dreamcast attracting the world’s 
biggest publishers and developers after 
a slightly dodg\' post Christmas lull. But 
the latest news from the States is likely to 


do much more for us Dreamcast users 
than simply put a smile on our faces. 
Sega of .America ha\'e finally announced 
that Quake 111: Arena will be launched 
on the Dreamcast later on this year and 
we can barely stand the excitement. 
Better still is the new s that legendary 
de\’elopers id Software will be o\'erseeing 
the port and Sega will be at the helm, 
publishing the title. .Acthision arc also 
in\olved in the project, as well as Raster 
Productions, who did the amazing job of 
porting Quake 11 to the N64, so hopes 
are high for a near perfect con\ersion of 
the world’s biggest online game. If that’s 
not enough to leave you weak at the 
knees, then may’be a w hole host of 
specially designed maps exclushe to the 
Dreamcast will. \bu can expect the game 
to feature completely o\'erhaulcd options 
and menu items, split screen support and 
the ability to play online against other 
DC and PC users over the Internet. 
Check out our feature on this exciting 
news next month w hen there’s more to 
tell, but for now; why don’t you make 
yourself comfortable and 
enjoy the maga/Jne. 

Fancy' a brew? 

Russell Barnes 
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Herding is one of man’s 
earliest industries and .m 
videogaming’s newest 
genres. You’ve got to see 
it to believe it... 
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The hottest skating game in 
the world comes to 
Dreamcast. Check out 
our exclusive first look! ^ 
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TONY HAWK 


nother PC port and another 
action/adventure game - but 
we just can’t get enough of 
it. Check out our first look ^^ 
and see what you think. ^ 


He’s the king of 
skateboarding, a 
household name in 
America and he even 
has his own game - 
so what the hell is 
he doing taking time 
out to talk to us? 
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EXPLICIT LINKS 


WlgN Mil WE BET BASS? 

It seems like months ago that DCM (and 
other Dreamcast magazines) reviewed the 
excellent looking Sega Bass Fishing, but it 
still hasn’t surfaced in the shops! It’s a 
great game in the arcade, and from what 
you guys say it’s well worth buying on the 
Dreamcast too, but when can we expect to 
see it on sale? Will it come with the rod or 
will we have to buy that separately? 
Marcus, Swindon 


DCM: April the 14th is the official release 
date of Sega Bass Fishing so the chances 
are it's already out there waiting to be 
snapped up. We actually reviewed the 
game way back in issue 3 and it received 
a well deserved eight out of ten for being 
so damn novel and addictive. In our 
Millennium Countdown the issue after it 
placed at number 15. It's well worth a look, 
if only for being something radically 
different from the usual fare, and for the 
satisfaction of ending your game not with 
a high score, but with a bloody big fish! 


It’s tricky to broach the subject 
of parental controls on Sega’s 
Internet service without 
inadvertently sounding like 
some kind of porn fiend, but 
how on Earth do you turn them 
off? I’ve spent many hours 
fiddling with my set-up (easy 
tiger - Ed) but to no avail. I’ve 
been tearing my hair out for 
too long now, so please, 
please, please tell me how to 
get rid of those damn filters! 
Dougal, e-mail 


DCM: From the wording of your 
letter Dougal, It appears to us at 
DCM that you’re fust gagging to unzip the 
full potential of the Internet service Sega > 
have kindly provided you. Well, we like 
readers with a little gumption and you’ve 
obviously got a bit of that, so we’re going 
to tell you. Here's the crack: 

Load the Dream Key disc and press the 
left trigger button to bring up the 
menu and go to options. From here, 
choose the Modem option and go to 
AT Set-up and choose to Delete 


Memory. Now when you choose 
to re-load the Dream Key disc you’ll 
be met with two options: Register or 
Restore - choose Restore and enter 
your user name and password. Dnce 
your details appear on screen, look to 
the bottom and you'll see a box with a 
cross through called Enable Contents 
Filter. Click on the box to get rid of 
the cross and your parental control 
worries are over. Have fun... 


PS2: EMPTY THREAT? 


Here are jusi a few thoughts for DC owners feeling a little 
threatened by the impending launch of the PlayStation 2... 
Why worry? There’s no doubt that Sega has its fare share of 
problems and hold-ups. but you’ve got to look at the bigger 
picture for the real answers. Sony’s Japanese PS2 launch 
hasn’t exactly been the roaring success many gamers and 
journalists predicted. Sure, they've got a fair load ot sales 
under their belts but problems have been rearing their ugly 
heads since then ana they haven’t stopped coming. DVD and 
Memory Card conflicts, dodgy CD tray mechanisms and 
problems with backward compatibility are just the beginning 
of the problem it’s the software that I’m most concerned 
about. There’s no denying most of it just isn’t living up to the 
expectations set by developers and computer magazines! I’m 
saving up to buy a PS2 anyway (though I’m still keeping my 
Dreamcast) to experience the likes of Silent Hill 2 and Metal 
Gear Solid 2. but I have heard lots of things about Ridge 
Racer 5 being, at best, unfinished, showing pop-up and 
dodgy fogging effects. Tekken Tag is only going to play like 
Tekken 3 and Square’s Type S racing game has less cars than 
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originally promised, dodgy handling, glitches in the scenery 
(where your car can get stuck) and up to second loading 
times! I know it’s very early days (and I’m not one to judge 
something too early) but I can't help feeling a little 
disheartened. If this is best Japan’s finest can come up with, 
it’s enough to reduce an ‘emotion engine’ to tears! 


Sony have gone too far with the hype and are going to have 
a lot of disappointed gamesplayers wanting to know if the 
'Emotion Engine’ is REALLY all it's cracked up to be. 


^ MAKE ME QUAKE 



DCM: Ho, ho (oh dear - Ed). A mighty tine jest 
there at the end, but seriously, you've raised 
some very good points that even the most 
biased PSX supporter can’t really argue 
with. The majority of Sony’s big titles are 
nothing more than re-hashes oi sequels to 
games that they've already cashed in on over the 
past five years. There have been quite a few bad 
vibes going around the gaming world since the / 
launch of PS2 and it's clear that Sony’s console ^ ^ 
isn’t quite the expected leap forward in technical 
or gameplay terms. Some of the early saeenshots 
of DVD titles like Kessen have turned out to be 
nothing more than cut-sequences and people are j 


grumbling about it - fair enough really Perhaps 


I was wondering about the soon to be released 
Quake 3: Arena’ (it rocks on the PC!) - will it be 
as good as or better than the original 
^ version? Please can you tell me who Is 
^ producing it and more importantly, can 
^ the Dreamcast version better the amazing 
PC game engine? 

Barry, London 


[)CM: It ’s being published by Activision on the 
Dreamcast and it}s down for a release at some 
^ point at the end of the year. Few details are 
available fi0 now but. if alt goes to plan, 
^ well be bringing you loads of information 
' in a feature next month, so it's just a case 
of sitting tight tiff then. One thing we can 
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NO DVD. WE RE SEGA FANS 

I am recently a proud owner of a Dreamcast 
but strongly disagree with Sega’s recent ideas 
to market some add-ons. Haven’t they learnt 
from the Mega-CD that cost Sega greatly in 
money, but more importantly in customer 
confidence? What are Sega doing? We are 
not PlayStation 2 - we don’t need 
DVD. Let’s face it, it’s not going to 
be cheap is it? After already 
spending £195 on my Dreamcast. a 
14 year-old boy like myself isn’t 
going to be able to fork out another 
£100 on add-ons. Sega should be 
spending money on developing their Internet 
service and making new games instead of 
add-ons that probably won’t sell. 
Dhameer, West Yorks 

DCM: We'd tend to agree with you 
Dhameer, Sega should be 
channelling most of their 
resources into creating the best 
Internet service In the world, 
while making the greatest 
games that utilise its 
potential. There's no 
doubt that an add-on 
DVD player would be an expensive bit 
of kit to buy, but its uses aren't limited 
to watching movies. Sega have to 
consider the excellent possibilities 
DVD offers as far as games are 
concerned too, and the much 
increased storage space would 
really come in handy for Meg- 
hungry games like ^mue. .. 


YOU CAN’T EXPECT 
EVERY GAME TO BE 


AS 


GOOD AS CRAZY TAXI 

GUN DOWN THOSE 
DOOOT PC GAMES! 

In agreement with a letter printed 
in the April edition of DCM, 

’d like to say there isn’t 
much point in releasing 
games like Deadly Skies 
and Aero Wings which 
anybody with any sense 
isn’t going to buy. 

Though there’s no 
doubt there’s an 
immediate need for some more 
decent titles to be released. I 
really don’t think that Sega are 
in dire straights and the 
Dreamcast is failing. As long as 
Sega continues to produce 
excellent games like Crazy Taxi 
and House of the Dead 2.1 will 
continue to be an avid fan of 
the console. Is there any 


chance of seeing any more gun 
games coming to the 
Dreamcast? House of the Dead 
2 was a huge success for Sega 
and they’d be crazy to leave 
such a good peripheral with 
only one game to use it with. 
Stephen, Reading 


DCM: Nintendo chose the path of 
‘quality control’ over releases on the 
N64 but look where it got them ... 
However, it's true to say that though 
there are loads of games available on 
the PSX, only a very small percentage 
of them are actually any good. It’s all a 
case of finding a happy medium and I 
think Sega are working at that. Though 
games like Deadly Skies don’t appeal to 
the masses there is a nich^ there to be 
catered for and that's what that game is 
doing. There’s no doubt that Sega will 
continue to release top titles, but you 
can’t expect every game to be as good 
as Crazy Taxi - that’s what makes such 
titles special. As far as gun games are 
concerned though, just check out 
Page 84 to see our import review 
of Virtue Cop 2 ... 


tell you is that not only will you be able to play Quake 3: Arena online 
against other Dreamcast users, you’ll also be able to kick ass on PC 
users too. I don’t know about you lot, but we cant wait! 

BARE FACED LIBERTY _ 

What’s up with Tomb Raider and Legacy of Kain? How come these 
games come fresh on the rubbish PlayStation and we get the 
same thing, bar a few more texture masks and higher resolution 
graphics? I think publishing these games is just a bare faced 
liberty. All the people who spent serious wedge on what they 
thought would be a competitor to the PS2 have been given PSX 
games! I bet no-one asked for these titles - can you have a word? 
Alex, Guildford 

DCM: Well we’re not going to have a word’, but I can see your 
point, as harsh as it is. It could be viewed as a bit of a cop-out to 
release re-hashed PSX games on the DC (actually they’re re-hashes 
of the PC versions, but I ain't gonna argue), but it's an easy process 
that leaves everyone smiling. It’s a quick and cheap process for 
developers, publishers get a good brand to bring to the Dreamcast 
and punters get to play some great games - everyone’s happy. 


ALiniE BIT OF LOVIN’ 


mm 


Having just read issue 7 of your illustrious mag. I feel I have to 
respond to the letter of the month by Richard. You lot in the UK think 
you have it bad with no online gaming. Well here in Ireland, we haveni 
got our Irish version of Dream Key yet (a recent e-mail from Sega said 
late March or early April). But you know what, this doesn’t bother me 
that much. As far as I am concerned, the Dreamcast is a games 
console first. After reading about the forthcoming DC release of Black 
and White. I was over the moon. I have loved Peter Molyneux’s games 
since I first played Populous and this latest project of his looks to be 
his best yet. I've been drooling over the PC version for months but 
now I’m holding on for the DC version. And as for Crazy Taxi, anyone 
who hasn’t bought this yet (if such a creature exists), buy it now. IT 
RULES!!!! Ifs just so addictive. The almighty Dreamcast looks to have 
no worries from the PS2 (with both its killer-apps being basically 
updates of PSX games). Looks like the future is bright for Sega! 
David, Ireland 

DCM: Respect to you David. I hope that’s a lesson to all the 
people too caught up whining about online gaming and the PS2 
to appreciate what they’ve already got. Good man. 


any gams of yov choice^ simply write to 
US wfth your ustml trials and tribulatifiDS - 
it couldni be easier! Make sure your letter 
is sharp/lnteiiigevil/fuiiiiy/sarcastlc enough 
to be DCM^ Letter of the Month and the 
{pmeat the top of your wish list will be 
winging Hsway to you, courtesy of those 
lovily people at Gameplay. 

Make sure you include your full name 
; jid add fe» and the name of the game you 
vntd Ike to win, or you'll be kicking 
V^urseff for a week when you d on't win. 
Don’t just sit there - get writing! 


y^cMiYTm 


dnanKast 
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latest news and slews Irom around the werfd 


■ 6o for a scenic stroll 
through green tropical 
forests-or not... 


THE FINAL 
PHANTASY 




Massive online role playing game coming to Dreamcast! 
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Online RPG coming to Dreamcast. 

Dreamcast noas aae . 

.ID-11 
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Crazv Taxi 2 in nineline .11 

Date set for online gaming launch. 

.11 

Stop press .7..7.. 

.11 


Here comes the X*Box.12 

Shenmue sequel on its way.12 

Prince of Persia returns.12 

Classic racer goes from PC to DC..12 

Sega^ UK release schedule.12 

Prospects. 12 

Eidos announce Sydney 2000.13 

Namco leave gamers puxzled.13 

Blue Stinger returns .13 

Buffy prepares for more slaying.13 

Joytech reveal new peripherals.13 

Bainuatch babe brings her assets to DC .14 

Hasbro taking pole position.14 

Jim Carrey stars la new title.14 

Castievania on hold. 14 

Global News. 14-15 

Tokyo Highway Challenge sequel .15 

EMos team up with Disney .15 

Chart Watch.15 

Acclaim rumoured to be publishing F-355 .15 

MP3 Player showcased .16 

Speed Devils 2 announcement.16 

The blue hedgehog strikes again . 16 

Sega shows off at Tokyo Games Show .16 


ega owners across the world 
should be united in their 
salivation over what is surely 
one of the most ambitious projects 
yet planned for the Dreamcast. 
We’re talking about the latest in the 


Phantasy Star series, a line of role 
playing games that can be traced back 
to the late 1980s. However, despite 
appearing on MegaDrive and Saturn, 
only now is Phantasy Star set to make 
its debut on Dreamcast. 



I THE AIM IS TO CREATE A HUGE ONLINE 
GAMING WORLD, NOT UNLIKE THE 
PC-RASED ULTIMA DNLINE SERIES 



/Vnd with what style! 
iTiis is one of the games 
being worked on by those 
oh-so-talented folk of the 
Sonic Team, and the aim is 
to create a huge online 
gaming world, not unlike 



May 2000 


iMeamtasT 


MONTHLY 



















































(Newscffisr - 



MONKEY BUSINESS 

Quality gaming to make you go ape? 


T he latest raid on 
the world of the 
movies has been 
made by Fox 
Interactive, as they look 
to their exhaustive back 
catalogue of films to 
help inspire their future 
gaming releases. The 
result is the classic 
Planet of the Apes, which 
will be heading for 
Dreamcast around 
Autumn time. 

You'll play the sole 
sLinivor of a shuttle 
disaster that leaves you 
slap bang in the middle 
of a planet packed with 
the apes of the title, and 
it’s your job to get out of 
there alive. Just another 
day at the safari park, in 
other words. However, if 
it’s left you thinking that 


this is another all-out 
action spectacular, 
then think again. For 
in the style of quality 
PlayStation games such 
as Syphon Filter and 
Metal Gear Solid, you’re 
going to need to utilise 
stealth and sneakiness 
alongside brawn. Oh, 
and there’s a focus on 
having a good butchers 
around and a hit of 
pu/.zle solving while 
you’re there. 

Interestingly, Fox 
Interactive’s products 
are partially distributed 
by Electronic Arts in the 
UK, who are the only 
major software publisher 
who don’t support the 
Dreamcast. We ll wait 
and see how they 
approach this one. 



the PC based Ultima Online series. 
Howexer, v\hat makes this even cooler 
is that the team are aiming for a 
simultaneous release all over the world, 
meaning that instead of just having to 
play against Europeans, for instance, 
this truly could be a global game. Ehe 
immediate issue of language problems 
is also being worked on, with the 
programmers working on a series of 
symbols to enable swift and effective 
communication in the heat of the battle. 

The main game itself w ill be set 
in the same gaming world as its 
predecessors, and is rumoured to 
kick off with a mysterious explosion 
that you’re sent off to investigate. 
From then on you can expect to 
experience all the key elements that 
have made the series so successful, 
albeit spruced up significantly for 
the Dreamcast version. 


II Tlwy have yet to learn the art of Engish conversation. 

If you want to find out more 
about the Phantasy Star series, then 
check out the following internet 
page, which at last count had some 
83 fan sites chock full of information: 
http:/Avww. webring.org/cgi-bin/ 
webring?ring=pstar&list. In the 
meantime, watch this space, and as 
soon as we find out more about a 
release date, you’ll be able to find 
out about it here. 


ONUNE GAMING IN MAY! 

At bloody last! 



I t seems that Sega have finally got their act 
together and sorted out the long awaited 
online gaming feature for the Dreamcast 
that will allow you to play games against 
other humans online, ft seems, too, that the 
guinea pig will be the upcoming puzzler that’s 
taken Japan by storm, Chu Chu Rocket. 
Currently slated for a release on May 12th, 
the plan Is that you’ll be able to play It 
online from the day the game goes on sale, 
and if this turns out to be true (which we 
suspect it is), it’ll bring an end to the most 
embarrassing chapter in the Dreamcast's 
history (hell, even Watchdog were on board 
at one point going on about how you couldn’t 
play games online - like you could see Anne 
Robinson and a game of Soul Calibur!). Other 
upcoming titles on the online gaming roster? 
Quake 3 (natch), and the massive RPG Phantasy 
Star Online, detailed opposite. 


STOP PRESS 

AUSTIN 

POWERS 

Remember the 
impending Austin 
Powers game that we 
told you about recently, 
but didn’t yet know what 
kind of game to expect? 

It looks like Rockstar 
Games, the folks putting 
it together, have 
curiously opted to make 
a racing game out of it - 
we’re guessing it^ 
somewhere along the 
: lines of South Park 
Rally. We’ve also 
discovered that this may 
not be the last Austin 
Powers game on the 
Dreamcast, with the 
licensing deal seemingly 
paving the way for 
more. We’ll see... 

ANYONE 
FOR TENNIS? 

Okay, you can see the 
official Sega release 
date list elsewhere In 
these pages, but one 
that's not quite made it 
but is still definitely 
happening is Virtual 
Tennis, the company's 
attempt to put 
PlayStation Anna 
Koumikova fans rightly 
in their place. 

It’s due for release 
around July (which 
would be just as 
Wimbledon is drawing 
to a close), and we’ll 
have some shots (or 
you in a future issue... 

THE FROG 
IS BACK 

Despite the fact that 
most of them weren’t 
much cop, Hasbro are 
adding to the portfolio 
of classic arcade titles 
that they released on 
other formats at the 
end of last year. And 
this time, we get to 
join in the fun as well. 
That's because they’re 
looking at bringing 
Frogger 2 - their 
impending update of the 
ancient arcade hit - to 
Sega^ piece of cutting 
edge technology. More 
news as we get it. 

STOP PREffi 
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DEMOLITION 

RACER 

The latest addition to 
the busy schedule of 
Infogrames is racing 
extravaganza Demolition 
Racer. Mind you, If it’s 
anything like the not 
particularly impressive 
PC version, then it may 
be best if they save 
their efforts. Expect a 
release later in the year. 

I-WAR 2 

Independence War (or 
l-War as it was known 
on these shores) was a 
quality PC action 
strategy game based in 
space that didn’t rack 
up the numbers, but 
certainly won its fair 
share of plaudits. 
Anyway, that hasn't 
stopped Infogrames 
from starting work on a 
sequel. It’ll be out 
around Christmas, and 
we’ll have more news 
later in the year. 

MYSTERY 

RPG 

Obviously pleased with 
the financial success of 
the fairly poor role 
playing game Evolution, 
Ubi Soft are now said to 
be interested in 
publishing a sequel. 
Here’s a handy hint from 
us to them - make it 
better next time. Glad 
we could help. 

DINOSAUR 

Thanks to the folks at 
Ubi Soft and Disney, 
around Christmas 
we’re going to be 
treated to a game 
based on the 
company’s forthcoming 
animated feature. 
Dinosaur. The film 
itself is due to hit the 
inside of UK cinemas 
near the end of the 
year, and we’d guess 
that the game will tie in 
around the same time. 


THE COMPETITION HOTS UP 

A new console is about to enter the market... 


T hose who thought that the war 
of the consoles was a straight 
three-way light had some serious 
reassessing to do in the middle of 
March, when Microsoft confirmed 
what is really the worst kept secret in 
gaming, that they too would he 
bringing out a console of their own. 

Ha\ing dabbled in the area by 
pnniding part of the make-up of the 
Dreamcast, the company announced at 
a special launch that the \-Box v\ill 
appear in 2001, which will put it head 
to head with the new console from 
Nintendo. The machine is being 
supported by several key players in the 
videogames industry; such as Konami, 
Uhi Soft and — what’s this? — 

Electronic .Arts. Renowned for their 
stringent assessing of any format before 
bringing any of their games out for it, 
the world’s largest gaming company 
are now supporting PlayStation 2 and 


THE RETURN 
OF THE PRINCE 

Persian royalty on 
the Sega? 

W hilst it hardly set the charts alight 

when It returned late last year, the PC 
version of Prince of Persia 30 (itself 
an update of a classic pair of platform games 
from the early 1990s) could be the latest to 
make the trip across from the PC to the DC. 
However, if internet rumour is to be believed 
(and we couldn’t confirm this in time for going 
to press), we won’t be getting the usual port 
across, instead a specific Dreamcast version of 
the game is being put together, which will offer 
a completely brand new adventure. 

Again, further details are sketchy, as It 
appears that most companies are holding back 
their key release news for the forthcoming 
Electronic Entertainment Expo in America (due 
in May), where over 1,000 new titles are 
usually announced across the videogames 
industry. Expect an update on this story in the 
early Summer, but don’t hang around waiting 
for a release just yet. 




\-R()\ from day one, with still no 
announcement of any Dreamcast 
sup|>ort. The news isn’t too bad though, 
as aside from Medal of I lonor on 
PlayStation, the company haven’t 
released a cracking game for ages. 

Still, back to the subject in hand. 
The specifications for the machine 
certainly look impressive, and whilst 
Microsoft contributed to the makeup 
of the Dreamcast, rumours that Sega 
and Microsoft had struck some form 
of deal w ith regard to the new machine 
proved to he unfounded. 

By the time the machine is released, 
both the Dreamcast and PlayStation 2 
should have established themselves in 
the marketplace, leaving a straight 
head-to-head between \ Box and 
Dolphin. \\ ith Nintendo only offering 
limited news on their new machine at 
present, we suspect that Microsoft may 
well have the upper hand. 

The specs 

600 MHz x86 compatible CPU Custom 3-0 NVIDIA 
graphics processor 

64 MB of RAM (unified memory architecture) 
Custom 3-0 audio processor 
8GB hard drive 

4X DVD drive with movie playback 
Four game controller ports 
Expansion port 
Proprietary A/V connector 
100 MBps Ethernet 


POD ROARS BACK 

Classic racer lumps 
from PC to Dt? 

I n the world of underrated racing games. Pod 
hasn’t lived a very happy life. Originally 
released on the PC - claiming to be the first 
game to take advantage of the PC’S MMX 
technology - people quickly rumbled that it 
was a fairly straightforward and blisteringly 
fast racer. What they forgot to find out Is that 
Ifs actually a huge amount of fun, which Is why 
we’re hoping the rumours of a sequel are true. 
The game has yet to be formally announced, so 
we can’t pinpoint a release date. 


SHENMUE SEQUELS 

More for your money? 

A s we still eagerly await the first 
instalment of the Shenmue saga - 
currently scheduled for the last 
quarter of the year, unfortunately - news has 
begun to leak out over the next chapters of 
what looks to be an epic set to make the 
likes of Final Fantasy weep. 

Anyway, the latest rumours of the seven 
chapter game (the release at the end of the 
year features chapter one) seem to hint that 
Shenmue 2 wlli actually contain the next four 
chapters in the series. Based in Hong Kong, Uie 
game will feature new locations not featured in 
the first chapter (although we’d expect that as 
standard to be honest), and should improve still 
further on the already staggering graphical 
performance of the original. 

If you’re wondering what on earth Shenmue 
actually means, apparently you’ll have to wait 
until the third game to find out. Drat. 



lAIESTUK 

RELEASE 

SCHEDULE 

Direct from the mouth 
of Sega... 

S ega have announced their latest 
schedule of games that they 
themselves will be publishing for the 
DC. Remember that this doesn’t take into 
account new titles that are upcoming from 
third parties, which will significantly boost 
this line up still further... 


Sega Bass Fishing (at bloody 
Red Dog 
ChuChu Rocket 
Ecco the Dolphin Late 
Sega Worldwide Soccer Euro 
Late 

Time Stalkers 
Zombie Revenge 
Metropolis Street Racer 
Space Channel 5 
MakenX 


last) 14th April 
21st April 
12th May 
May/ Early June 
Edition 

May/ Early June 
9th June 
23rd June 
7th July 
21st July 
25th August 
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NAMCO PUZZLE US 

Where on earth is Ridge 
Racer or Tekken? 

N amco have announced a new title for 
the Dreamcast, although to our 
disappointment it’s not going to be a 
DC version of one of their more famous 
releases. In fact, it’s going to be a puzzle 
game. Called Mr Driller. And you think we 
make this stuff up. 

It’s a not a DC exclusive though, and the 
game takes the form of a 2D puzzler, so 
we’re hardly expecting it to exploit the DC 
to its full potential. Not to worry though; as 
games such as Wetrix have shown (with a 
hearty seven out of ten in the last issue), 
you don’t have to look amazing to be a 
worthwhile game. Suffice to say, we hope 
Mr Driller is both a cool game and a 
financial success, because we want to play 
some of their other games too, without 
having to go and buy a PlayStation. 


T he battle for the rights to do a game 
to tie in with this year’s Dlympics has 
been won - fortunately for us - by 
Eidos, which means we’ll be seeing a title 
(probably called something like Sydney 
2000) appearing on the Dreamcast. How 
much it’ll borrow from Konami’s stylish 
PlayStation button-basher International 
Track and Field 2 isn’t known at this stage, 
and in all honesty there’s not exactly been 
a long trail of successful Olympic licenses. 
Still, early word whispers at an August 
release date, so it won’t be long before we 


SIUK AGAIN! 

It’s blue! It stings! It could 
well be back! 

C limax Entertainment, whose 
CV is slowly filling up with 
more and more Dreamcast 
titles, are rumoured to be 



find out how much cop it is... 


Lert hope the sequers an improvement 


returning to their first DC release, 
hopefully with the intention of 
doing the job a little better this 
time around. Those who bought 
Blue Stinger on launch day will no 
doubt have experienced the same 
mixture of elation and 
disappointment, as they quickly 
realised that whilst the game looked 
cool, it was no Resident Evil. 
However, we’re expecting some form 
of confirmation of Blue Stinger 2 
shortly, which will hopefully unlock 
the potential of the game and deliver 
us the atmospheric adventure we 
quite clearly deserve. 


HERE COMES BUFFY 

Watch out Lara, there’s a new girl in town 


E ven as Tomb Raider The Last 
Revelation refuses to leave our 
monitor screens. Fox Interactive 
are quietly preparing a rival to Ms 
Croft herself in the form of the most 
delectable vampire slayer in the 
business. Her name? Buffy. How 
much do we desire her? Totally. 

The game of the series is due 
for release before Christmas, and 
Fox have confirmed that there will 
be a Dreamcast version (quite right 
too). It’s going to draw influence 
heavily from the mega-hit TV show, 
with locations such as Duffy’s very 
own home, the school, a cemetery 
and even the shops forming just 
some of the locations you can 
expect to see, and to add to this, 
expect appearances from other 
characters in the TV show. 

The emphasis will be on a Tomb 
Raider style game, mixing the usual 
ingredients of action, adventure 
and a few puzzles too, with Buffy 



expected to utilise her impressive 
array of powers to send the baddies 
packing. We’re expecting the 
action to be viewed from a third 
person perspective, and judging by 
the close working relationship the 
programmers are rumoured to be 
having with the TV show people, 
we’re hoping that this is one that’ll 
not only be faithful to the source 
material, but also a cracking 
game to boot. And let’s face it - it 
should look absolutely fabulous 
on a Dreamcast... 





. W 

>«r jreNiiijep 


J0Y1ECH PERIPHERALS ON SALE 

The shortage of add-ons is officially over 



Ibreomcosf 
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E very' month, our 
mailbag contains a 
letter from someone 
bemoaning the fact that 
they can’t get their hands 
on a certain Dreamcast 
peripheral. Sometimes it’s a 
light gun, sometimes it’s a 
keyboard, hut whatever it is, 
we can’t help feeling that this 
has been one of the less well 
managed areas of the 
Dreamcast’s launch. 

Still, the third 
party' i^eripherals are 
now starting to come in 
to break down the problem, 
and a catalogue from 
Joytech plopped through the 
door the other day, boasting 
an Enforcer Arcade Gun for 


£29.99, an ad\'anced Jolt pad 
for £17.99, memory cards 
(lMBfor£12.99or4MBfor 
£17.99), and finally a scart 
cable, an A\^ cable and 
controller extender cable for 
£7.99 apiece. If you want to 
find out more, feel free to 
hook onto the Joytech uehsite 
at \\"vvA\.joytech.net 














VRIUAL 

PAMMY 

Anderson Lee 
brings her 
assets to 
Dreamcast 

T he industrious 
Ubi Soft have 
signed another 
licensing deal 
which gives them 
the rights to 
produce games 
based on the 
Pamela .\nderson 
Lee tele\ision series 
VIP. In the scries, 
she plays Valler\ 

Irons, a bodyguard of 
all people, which 
means we‘rc going to 
get a game where you 
have to protect lots 
of people, we‘d guess. 
So far, November has 
been pencilled in for 
the release. 




POU POSITION 

Hasbro to release Grand 
Prix game on Dreamcast? 

A s PC owners eagerly look forward to 
Grand PrIx 3 - easily one of the most 
awaited games of the year on the 
format - word is leaking out that Hasbro may 
weli be converting some form of Grand Prix 
game to the Dreamcast. Rumour from the 
other side of the Atlantic suggests that the 
company are looking at an Autumn/Winter 
reiease, although we have our doubts that 
this one will be a straight port across. 

Still, it’s not Hasbro’s first sign of 
support for the Dreamcast, with Worms 
Armageddon already under their belts, and 
Stunt Grand Prix and a new Alien Breed 
still on the schedules for later In the year. 
We’ll keep you posted. 


JIM CARREY ON DC? 

Movie signed up for game 


T hanks to a deal between 

Konami and Universal Pictures, 
this Christmas* live action 
remake of the classic tale The 
Grinch That Stole Christmas (with 
Jim Carrey in the title role) will be 
turned into a game, which uill be 
appearing on the Dreamcast. E.vpect it 
around the time the film is released. 



CASTLEVANIA ON HOLD 

Bad news from Konami 

A ccording to reports from the 
States, one of Konami's more 
high profile entries into the 
Dreamcast market has been put 
on indefinite hold, with 
development resources being 
cited as the reason behind the 
brakes being applied. 

Castlevania Resurrection was to 
have marked the first time the famous 
franchise had appeared on the DC, 
but at the time of going to press, the 
game’s future was unclear. It’s feasible 
it could just be a delay, with maybe a 
new programming team being brought 
in to finish off the code. Unfortunately, 
they could also simply axe the project. 
We’ll let you know. 




DREAMCAST SALES DROP 

PnnQnIp I gonna lie to 

OCUd O UUI lOUlC I 35 j ^ ^ 5 

IS tSi I iriQ oft ^ saies-wise for the DC over in 

fha lor^anocQ Japan. According to the sales charts over there 
If Ig Jdpdl Igou the PS2, PlayStation and Gameboy are 

Sr) I PS rhpirtS dominating the top three spots in the rundown. 
oaiGO Ul lai 10 g 3 j 3 g Hamster’s Paradise has apparently 

beaten Biohazard Code: Veronica in sales for the 
week, although that’s not quite fair, as it’s only 
been out for a week so far, whereas Code 
Veronica’s been out almost a month now. 

But does this mean we should get downhearted? 
Well, Code: Veronica was the first Dreamcast title 
to reach the 500,000 mark > let's hope it’s not the 
first and the iast! 
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A GUMPSE INTO 
THE FUTURE 

Dreamcast becomes multifunctional 



F uji Television Network have announced that they'll be 

releasing a multi-function television set called Drivers 2000 
Series CX-1 (a bit of a mouthful) in May, which features a 
built-in Dreamcast. The system has been developed jointly by 
CSK, Sega and Fuji. It will also feature a 14 inch CX-1 TV, the 
Dreamcast's digital camera, DreamEye, the DC keyboard and one 
controller. It’s also possible to attach a Dreamcast modem to the 
TV set to get online, plus you can hook up the machine with a 
MIDI terminal. 


NAPPLE 

WORLD 

We don’t 
make these up 

O ver on the other 
side of the world, 
Sega have 

unveiled limited details 
of one of their 
upcoming titles - a 
role-playing game 
going by the name of 
Napple Tale. And no, 
that ain’t a typo, that's 
really its name. 

Apparently the 
game is to have a girl 
as its central character 
(which should please 
our Claire no end), and 
aims to mix in a fair 
amount of action in 
with the adventuring. 
And our knowledge 
ends right there, 
unfortunately. When we 
find out more, we'll let 
you know. 
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Y ou’ve got to hand credit to Crave Entertainment — they had a game out on 
launch day for the Dreamcast, which funnily enough is a game that’s 
continued to do moderate!) well. Unforlunatcl), that game was the not o\erly 
wonderful Tokyo Highway Patrol, and yet according to/\merican release lists, the 
company are going back to their uninspired racer and bringing out a scqu( ‘ 
around the Autumn. We just hope that lessons have been duly learnt, and 
that the company can live up to their promise this time around. 


COOL CiWrOON CAPERS 

Eidos announces release of Walt Disney World Quest 


IS THIS THE UITIMATE 
FOOTBALL GAME? 


The long wait could be over... 


T he Impending release of Sega Worldwide 
Soccer Euro 2000 edition may well mark 
the fourth soccer title on the 
Dreamcast, but unless it 
improves a lot over its 
predecessor, we’re 
guessing it still won’t he 
the classic that we're all 
waiting for. However, news from 
Japan suggests our saviour may 
not be a million miles away. 

Due for release in Japan in the 
Summer, WW Soccer appears to mix the 
footie game with the God sim genre, as you 
literally take control of the entire 
management and control of your team. 

Your team’s success will thus not only 
rest on your performance on the park, 
but also how well you teach your 
players, for instance, to dribble on the 
training park. It seems that the quality 
of your training will be assessed, and 
will have a direct effect come kick 
off time. 


Potentially offering the most authentic TV 
style presentation of matches ever, the level of 
detail in-game can be seen via the mini-cam 
feature, which allows you to focus on individual 
players through the game. Also, you can expect 
this to be one of the most popular online 
games on the Dreamcast, as by the 
time it’s released here, full 
online gaming 
% capabilities should 
^ be up and running, 
meaning leagues and tournaments across 
the internet will be damn near essential. 

] Check Page 52 for loads more info... 


Kumuu 


T here’s no 

confirmation as yet. 
but all over the 
internet at the moment are 
whispers that Acclaim will be 
publishing Sega’s Ferrari 
F-355. Acclaim's already 
released Chef’s Luv Shack 
and Quarterback Club and 
will apparently bring the title 
over here, due to their claim 
to the US console publishing 
rights to any title bearing the 
Ferrari license. 

Sega have confirmed that 
they won’t be publishing the 


I f you can’t get enough of the likes of JIminy 
Cricket, Chip and Dale or any other Disney 
character you care to mention, then you’re in 
for a gaming treat, as Walt Disney World Quest: 
Magical Racing Tour is on its way to Dreamcast. 
It’s a single or multiplayer racing adventure where 
you can race on tracks based on popular Watt 
Disney World attractions, such as Pirates of the 
Caribbean, Haunted Mansion and Space Mountain. 

But it promises to be more than just simply 
racing: you have to recover the lost pieces of a 
fireworks machine to help make sure that the 
fireworks show goes on time. There’s also fun 
vehicle mechanics like power-sliding and turbo 
jumps, and useful items for the player to collect, 
including different weapons and power-ups. 


Word has it that It will hit the shelves 
sometime during June - look out for a preview 
next issue. 


title themselves 
but didn’t let on who might be 
doing so. 

The game itself has been a 
massive hit in the arcades 
because of its unique 
surround view, the race 
details print out and, of 
course, its sheer gaming 
quality. Maybe this will give 
Sega G'f a run for its money 
— we ll have to wait and sec. 


CHART WATCH 

Want to know what the biggest sellers are on the Dreamcast? Want to know 
if anyone other than you bought a copy of Chef’s Luv Shack (probably not)? 
Well have a browse through the following to see what’s hot and what’s not 
at the moment > courtesy of those fine folk at Chartrack. 


1 TOMB RAIDER 4: TLR . Eidos Interactive 

2 CRAZY TAXI . Sega 

3 RAYMAN 2: THE GREAT ESCAPE . Ubi Soft 

4 NBA 2000 . Sega 

5 LEGACY OF KAIN: SOUL REAVER . EidOS Interactive 

6 TEE OFF . Acclaim 

7 SOUL CALIBUR . Namco 

8 WWF; AHITUDE . Acclaim 

9 SONIC ADVENTURE . Sega 

10 ECW: HARDCORE REVOLUTION . Acclaim 

11 HOUSE OF THE DEAD 2 . Sega 

12 VIRTUA STRIKER 2 . Sega 

13 POWER STONE . Eidos Inleraclive 

14 DEADLY SKIES . Konami 

15 UEFA STRIKER . Inlogrames 

16 JIMMY WHITE'S 2; CUEBALL . Virgin 

17 SEGA RALLY 2 . Sega 

18 SPEED DEVILS . Ubi Soil 

19 MORTAL KOMBAT GOLD . Midway 

20 RE-VOLT . Acclaim 


Chart compiled by Chartrack. © ELSPA 


Well, it looks like Lara’s done the business for Eidos and that’s no surprise 
really, given TR: TLR’s sheer quality compared to any versions previously 
released on other formats. A few of the launch titles are still hanging on in the 
top 20 • seems like you just can’t get enough of that blue hedgehog... 


BACK TO TOKYO 


Crave serve us sequel 
to launch day game 
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DREAMCAST MP3 
PUYER SHOWCASED 


All is revealed at the Tokyo Games Show 


L ast month Sega 
confinned that 
MP3 music 
downloads will soon 
be possible via the 
Dreamcast. By 
using the brand new 
high capacity VMU, 
you’ll soon be able 
to go online, 
download any MP3 
you desire and 
listen to it to your 
heart's content. 

The new gadget was on display 
at the Tokyo Games Show, where its 
sexy silver casing and headphones 
were on display for gamers and 
industry bods alike to drool over. 



We’ve yet to hear any details 
about how much the gadget will 
cost and its memory capacity, but 
both should be pretty high, more 
info as we hear it. 



H O T L a IN) E 


GO ON, BE A DEVIL 


Speed Devils sequel 
rumoured... 


I 


t’s still in the top 20 of Chartrack and we 
reckon it’s one of the best racers yet on 
the Dreamcast. So what does this mean? 
Could It really get any better than the first 
UbI Soft title? More game modes maybe? 
Surely there can’t be anything else to add to 
those, and the graphics, well - can’t wait to 
see those. There’s no official line from Ubi 
Soft as yet but there’s a whisper going 
around that it could be released later on this 
year - here’s hoping! 



THE BUIE HEDGEHOG HEIURHS 

Sonic Adventure 2 to debut at E3... 





venbodys favourite blue, 
prickly mascot will be 
making an appearance at 
this years Electronics 
Entertainment Expo. It will be 
the first showing of the follow 
up to Sega’s groundbreaking 
launch title, which most say was 
one of the most critically 
acclaimed titles of last year. 

Sonic Adventure lavishly 
demonstrated the abilities of 
Sega s new console and 
subsequently put a few unsure 
minds at rest. The title started a 
revolution for console gaming 
because of its sheer speed and 
depth of gameplay. If you care to 


go hack in historv you’ll 
remember the happy days of the 
Sega Genesis, where Sonic again 
was one of the masterpieces 
available at launch. Critics 
moaned about how the camera 
twitched, so the Sonic Team 
watched out for the same 
problem with Sonic Adventure — 
though some would say not close 
enough, as some of the angles 
looked a bit dodgv at times. 

The E.xpo’s taking place at 
the beginning of May, so you 
can expect DCM to give you a 
full report on the sequel, plus 
loads of other info on up and 
coming titles. 



SEGA GOTO TOWN 

Peripherals galore at 

• fo' - 


the Tokyo Show. 




Calls ta tho ol>ov'e number cast bOp a minute 

All entries must be received by the final closing date of 
31st May 2000 for the DVD prize draw. Monthly draws will 
be maae on the 1 st day of each and every month for the 
games voucher and cheat books. 

Mninmacest of £ 3 , piaouQifcpennissioi befell Qiing.Afwri»d(King dole, This sarvniN^ 
ForrviBS,or\Mnflefs«nNs,se«dSXLio/nferacf^^ Tekom Lfd., 8 Grants Walk, PL25 5AA 
oraN ^ 


Sega’s stand at the T6S was nothing 
short of massive. There were loads of 
games readily available to play and 
masses of peripherals to tinker with. 
One of these items was Sega’s new 
ISON adapter which allows faster 
connection to the Internet - even 
faster than a 5€K modem. Also there 
was the Cellphone Internet Adapter, 
which lets you go online with your 
mobile phone by connecting the device 
to the serial port on the console. Then 
there’s the LAN Adapter which allovirs 
for local area networking, though Sega 


still haven't announced the specifics 
about how this will be used. The 
DreamEye was also being demoed in 
various ways and finally there’s the 
Swatch Access Adapter. This allows 
you to upload and download 
information between your Dreamcast 
and Swatch watch (if you've got one). 

And, trying not to get your hopes 
up too much, Sega revealed their new 
machine. No, it wasn’t the Dreamcast 
2 - more like a fishtank simulator. So 
what’s the point in that? Well, we 
can only guess It’s for relaxation 
purposes. They’re represented on a 
sharp LCD flatscreen monitor and if 
you touch it, the fish will do 
something spontaneous - or they’ll 
just get scared. Wonder how many 
notes that’ll cost then? 



zmm 


Check out our new web site at www.cheatsifnlimited.cem 
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Fast cars, big beats and ultra violence. It can only mean one thing - GTA is back. 


G rand Theft Auto was one of the most unusual 

and controversial games to appear over the last 

five years. Your overall objective was to 
become public enemy number one by moving up 
the ranks of the criminal underworld. Complete freedom of 
movement through the game's three huge cities meant 
the choice of criminal activity was up to you. Players could 
tdkC jobs as getaway drivers, kill off rival gangs of thugs 

or even drive a lorry-load of explosives into a police 

station. Everything you did increased your wanted level 


and made the cops try that bit harder to get you behind bars. 
Roadblocks appear all over the city streets, with pigs 
sporting machine guns. Maybe a new paint-job would've be 
wise. jacking another car and laying low for a while 
could be clever, or maybe taking as many pigs out as you 
could on your way down is your only option. After all, if 
you're going down, you may as well go down in style... 

Of course, OTA'S contemporary and 'realistic' urban setting 
and the ability for players to indulge their most anti-social 
fantasies caused masses of controversy in the national 


press. News At Ten devoted time to discuss the game's moral 
implications, while MPs across the country called for It to be 
banned. TIk game attracted immeasurable levels of 
media attentno/ even if it was for all the wrong reasons. 
Given that any publicity is good publicity, sales continued to 
soar months after its initial release, making GTA 006 Of thO 
bi^^BSt selling games of its time. Ironic really. 

So GTA 2 is here. Bigger, faster and even more violent. 
Your parents hate it, your MP wants to bOD It. but Dreamcast 
Monthly has got the exclusive review just for you... 


dreOflKOS# MONTHLY May 2000 





snowcase 


m V is basically ^ s^me. there are hundreds of 
% additions 300 tW^KS ill tuB ^3in6pl3]f, challenge 
* and graphics that all stand to place GTA 2 head and 
shoulders above the original. The team that created the 
first name returned to do the business on the sequel, using 

all the skills and knowledge gathered through the 

development of the original. a run down of some of 
fhe most important additions GTA 2 hOS SBOn thPOUgh 

Its deielopment... 









Gang Bang 


Though some gang action occurred in the original GTA, 
it was just implied through different mission objectives 
and story lines. GTA 2, however, boasts seven actual 
gangs that do their business in various areas of each 
city. All the gangs have their own business interests, 
characteristics and attitudes to each other and you as 
the player. Even if you leave the gangs well alone, they 
will still go about their daily business of kidnapping 
and drug peddling and the occasional gang scuffle will 
even break out. To make a name for yourself It’s vital 
that you take work from these gangs, and your 
allegiance to the gangs can swing with your mood, but 
you've got to be careful - rub the wrong person up the 
wrong way and you’ll be lined in chalk as soon as you 
set foot on their turf. Getting on side with a gang 
couldn't be easier though. Simply delivering stolen 
cars to their HQ will earn their respect (and business). 



Beneath 
conteniDt” 

PoHce Federation spokesman 


II How the hel out of the crane before hot footin' It outta therel 


but try gunning down opposing gang members or 
offering gifts of traitorous scum or weaponry to really 
show your allegiance. The best way to get in with the 
big boys is to stay loyal to a successful gang; the more 
respect you earn from the boss, the more rewarding 
your missions will be. It’s even possible to build up a 
gang of your own. This is only possible after several 
missions have been successfully completed. A few 
heavies will be offered to help you with some of the 
trickier or more dangerous missions and they’ll even 
offer you protection and hit anyone seen to be causing 
you trouble. Things can get a bit messy, however, 
especially when the person seen to be giving you 
trouble is a policeman out to arrest you... 


Pedestrian Panic 


One thing that was slightly disappointing in the original GTA 
was the lack of pedestrian interaction and intelligence - 
pedestrians were only ever innocent bystanders. Things in 
GTA are a little different. If you walk around a city like 
London for long enough you’re bound to come across the 
likes of muggers, psychos (normally making a mess, maybe 
spilling a bit of blood) and car thieves. There’s no escaping 
them and that's exactly what DMA have implemen^d to 
give GTA 2 that edge of reality. Not only will these things 
be happening around you, they could also happen you. 
Even assassins roam the streets, pursuing their next 
designated hit, and innocent people will sometimes put up 
a fight when you try antf steel their car or mug them. 




' ly 


The Law 


Though vigilant and hard-working, the police force in GTA 
weren’t the sharpest tools in the box. Thanks to a great 
step forward in Artificial Intelligence, the police force in 
GTA 2 are smarter and harder to outrun than ever. They'll 
happily chase you on foot across roof-tops, through parks 
and down dark alleys, and work together to get their man. 
Whereas car chases in the original involved the bobby 
trying to ram the hell out of your car (and little else), up to 
five patrol cars can now hunt you down across highways 
and byways, using real police tactics like boxing you in or 
driving you off the road. As well as uniformed police 
officers, there are also three higher levels of enforcement. 




should tipy be reqmred to brinA you to justice. The FBI 
can be satted driv% around tlW city in black Sedans. 
They don*lstop until they get their man, and they’ll 
happily pump a shotgun shell into anyone who thinks 
otherwise. Next up is the SWAT team. Should your crimes 
warrant their presence, you’d better be ready for 
impenetrable road blocks (manned with machine guns) and 
the use of Stingers. They drive in large vans, big enough to 
hold six operatives. Don’t even think about making your 
getaway on foot, or you’ll be dead before your feet touch 
the pavement. The final level of protection for the city 
comes from the Military. They’ll implement Martial Law 
and then proceed to blow your ass off the face of the 
planet using tanks, bazookas, tear gas and machine guns 
- basically whatever it takes to stop you. 
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Radio Stations that play as you drive your cars 
through the streets. Instead of the music sounding 
like a CD playing over the top of the game’s sound 
effects, it's been treated to actually sound like it's 
being played through a car stereo. Different radio 
stations are now physically located in different areas 
of the cities. Stations on gang turf tend to play hard¬ 
core gang tunes, but have a limited range, while 
commercial stations play over a wider area, but only 
play sickly-sweet pop music! 

To create a more realistic illusion of actually 
being tracked by the police, the audio department 
has increased the detail used in the Police Crime 
Reporting System. Instead of simply stating the 
location and type of crime, as in the original, it can 
now include the type and colour of the vehicle that 
criminals were last seen in, as well as the direction 
they were last seen travelling in. 


DMA are very proud of the work their audio department 
has done on GTA 2. They have used several new 
technologies in creating the audio side of the game 
that no other developer in the industry Is using. A 
classic example of the amount of trouble they have 
gone to can be found in the sound effects used for 
each vehicle in the game. GTA used just one sound for 
each car used in the game, compared to the six 
different sounds for each vehicle used In GTA 2. Engine 
idling, revving, gear changes, tyre noise and two levels 
of wind resistance have been utilised, helping to 
create a realistic atmosphere and setting in the game. 
This level of detail is carried through all of the many 
different aspects of in-game sound, but none more so 
than the Police Crime Reporting System and the 


There are a wide van^ety of weapons at your disposal in GTA 2, 
from bog-standard p^ols aitfl maeliine guns to lasers aMl 
hi-tech microwave gun^. Now that the entire engine for the 
game runs in 3D, you can waste hours of ypur time standing 
on the top of flyovers, dropping grenades of Miln te v 
cocktails at passing police cars and innocent road users. If 
that wears thin after a while, why not plant a land mine on 
the route of a city bus - maiming a bus-load of school kids 
is bound to work wonders for your street cred. 


One of the more amusing audio additions ll^TA 2 comes in 
the form of a wide range of pedestrian comments aimed at the 
player as you travel around the city. Should you be on gang 
turf where you’re respected and liked, you'll hear encouraging 
phrases like ’’Go gat ’em buddy!", but should you stray onto 
rival gang turl^ you’rt more Hkely to hear “Gel the f***er!", 
before they stall to spray bullets in your direction! 



THERE'S NOTHING OUT THERE QUITE LIKE 
GTA 2 RIGHT NOW, OR IN THE NEAR 
FUTURE. ANO THAT'S PART OF THE 
REASON WHY THE GAME'S SO SPECIAL. 
IT'S ABOUT TIME THE DREAMCAST HAD AN 
ORIGINAL AND HIGH-QUALITY TITLE. AND 
GTA 2 FITS THE BILL PERFECTLY. 


YOU KNOW A FEW THINGS ABOUT GTA2 BEFORE IT EVEN LOADS. ONE NATIONAL RAG RECENTLY MENTIONED 
IT IN ITS LATEST ANTI-VIOLENCE DRIVE, YOUR LOCAL MP IS LOOKING TO BOOST HIS STREET CRED BY 
BANNING IT, BUT MOST IMPORTANTLY, YOU PROBABLY ALREADY KNOW IT'S GOING TO BE A FUN GAME. 


Peripherals 

^[^nnr 


NOTHING OTHER THAN A TRUSTY JOYPAD 
ANO A VMU ARE REQUIRED TO GET THE 
MOST OUT OF GTA 2. YOU MIGHT NEED 
SOME MATCHSTICKS TO KEEP YOUR EYES 
OPEN AT FOUR IN THE MORNING THOUGH! 


So you know what’s new, 
and it all sounds great, 
but is it worth your cash, 
or is it just out to cause a 
stir? There’s only one 
way to find out... 


\I*C s (lion iiLiViihlc fli.'iriuiiTs) who ro;im 
llu* fity slrt’fls. M \oii oiil ol your t;ir on 
ii mission. iIuto s a c hiinci* ihal it nii^hl hi* 
sloloii In a pi-ili'slrian (iirnoil car-jather. M 
\ou nant lo luint llu'in iIo\mi and wrrak 
ri*\t*n<»i*, it s ii|> to \oii. hill llu ri* an* irimina 


utter 


^ 1 might sound strange* at first 

I hut (irund I hoft Aiiio 2 is 
actually the* third release* in tl 
series and follows the 1969 
I ondon add-on dise that was 
the PlayStation and PC . Although eaeh title 
lollows the same hasie premise of ear theft, 
miirdt*r, unwarranted foul language and drug 
ri*fc*renees. (• lA 2 takes the gameplay and 
ehalic ngi* to a new level of inleriictivity. 

It’s still possihh* to waste many hours 
of your time just running around tin* /jBHI 


humour 


aetixities going on all the 
time regardless ol whither you're iinoKed or 
not. giving (i I \ 2*s c ities the li*i*ling of being 
truly alive*. 

riie setting of the game isn't modern day — 
hell, it isn t even set in a partic iilar eoimtry. 
Instead OM \ have opietl lo heighten the mood 
and atlU(>sphi*re by modelling it on the 
apocalyptic visions of the future we all 
recognise from films made in the “Os and ‘SOs. 
'I'hi*re is a certain amount of (lOthc*!!! C iiy 
(Patman) lo he* seen too. in the use of 
monstrous *SOs cars and lowering huilclings 
hellowing smoke and steam. T his is helped 
further hy the use of clever particle effecls that 
make screriming ly res more realistic and hlooci 
sjilalters more* gruesome. I ighi sourcing c*ffi*cls 
on cars, weapons and explosions help to add 
depth to the procec*dings too. steering (M X 2 
awav from the ‘H-hil' look of its prc*dc*cessors. 


to decide* who it is y'ou want lo do 
business with. Lach city (there are three* in 
all) has thre*e opposing gangs, all lighting for 
supremacy. Missions are dealt eml hy the 
gangs, hut you've got to he careful when 
changing sides or stepping onto another 
gang’s turf — they'll he out lo get yon as 
much as the* cups. Adding another 
I dimension to the* action are the rest of the 


Siie Matters 

I ach city youTI encounter is gigantic 
compared to those of (• I \ or I ondon. so 
expect it lo lake much longer to hi*come 
familiar with the layout. It’s actually a good 
ide*a to lake* time out first of all to go for a 
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Tough Guys 


Russian Mafia 

Hard-core, Mother Russia lovin’ 
pigs. These guys want to steal 
American cars and weaponry to ship 
back to Russia. They’re well into 
car jacking, arms dealing, killing 
people and generally making a 
bloody mess on the sidewalk. 


Zaibatsu f 

After exploiting a series of I 

loopholes in government and V 

socio-narcotic control, the ^ 
Zaibatsu Corporation controls the 
supply of the legal play-drugs (Zoom 
Zoom as they’re know in the game) 
that have contributed to the 
destabilisation of society. They’re 
pulling strings behind the scenes 
and generally running the show. 


Krishnas i 

These shaven-headed nutters I 

like to kidnap and brainwash ^ 

people from the streets, and work 
to rid the cities of weapons and 
cars by stealing them and having 
them destroyed. They don’t like 
technology at all - got it? 


Red Necks I 

These ‘patriotic nationalists’ I 
terrorise city streets and ^ 
generally make a bloody mess of 
anyone or anything that gets in 
their path. They hate everybody, 
including you and your mother. 
They’re generally seen blowing 
things up on a regular basis. 


Yakuza A 

Cool and calculated, the A 

Yakuza have a finger in just ^ 

about every pie there is. W 

They’re a very professional ^ 

operation that deals in drugs, cars 

and weapons - and they’re all 
snappy dressers. 


Loonies 

Their gang title says it all really. 

The Loonies are a disorganised, 
stupid, dangerous and pathetic 
bunch of nutters. They kill, pillage 
and maim, but they probably have a 
laugh while they’re at it. j 


Scientists I 

Comparable to the Zaibatsu, » 
the Scientists prefer to work \ 
covertly. They use high technology 
and are very James Bond in their 
exploits. They are trying to take 
over the city though, so watch 
your back, because they’d sooner 
spill your guts than let you foil 
their plans. 


II Now diars what you cal a road Mock. Do 
some doughnuts and kil some pigs... 


lest tlrixc around llu* various sections ol 
each city, «etlinj> used to the lay ot the land. 
It won’t he lonj» helore you recognise the 
various districts controlled hy dillerent jian^s 
as vou «o, and kn(»winj» where you are is 
vitally important il you want to stay alive 
when things start getting heavy. 

Id compliment the huge numher ol 
missions you have to complete (7S in all), 
there are also masses ol' suh-missions that 
you can do in-hetween the actual game 
missions. They range IVom running city-long 
races against rival gangs to seeing how many 
innocent people vou can kill in the time limit 
provided. Ihey might not he wholesome, hut 
they add to the already huge challenge and 
varv the action perleclly. 

I hoiigh the game is still relativelv simple 
(steal car, kill, complete mission) it’s easilv 
one ol the most aildictive anti challenging 
games you 11 play this vear. Just look at it 
like this: (iTA 2 has all the retpiired 
elements ol' any top game last cars, 
mindless v iolence, gutter humour anti a 
great sf)untllrack hy a top label. \\ hat more 
coultl anvhodv ask lt>r? ^ 


vmamiast 


^3 Simply put, GTA 2 offers the kind of 

uncomplicated and addictive gameplay 
C3 that keeps you from putting the control 
fiC pad down well into the night - that’s 
what games are all about. 
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get more info on all our products on the web... 


gameplay.com 


We've Just launched 
jour OMfn gameplay 
TV channel! 


SALE.' i 

All Dreamcast games 
£ 29.99 or less while 
stocks last! Hurry!! 



■ 

i 




Watch us now on'^-ZJ 




Open.... iV'C 

(Available only on Sky Digital) ^ - — 



SUPER BIG I! 


CARRYCASE 
only £16.^ 

TRANSPORT YOUR DREAMCAST 
EASILY AND SAFELY WITH 
THIS MADE TO MEASURE 
CARRY CASE FROM BLAZE 



INNOVATION! The first 
console to boast a 
keyboard to allow you 
to surf the internet. 

A recommended buy. 


t 


DREAM STATION 
only £16.99 

PROTEa YOUR DREAMCAST 
WITH THIS CUSTOMED 
DESIGNED STORAGE UNIT. 
WILL SUPPORT PORTABLE 



PRICE 


You should find Gameplay to be the CHEAPEST 
supplier of computer games in the country. However, if 
you do find a better price, piease ring us and we wiii do 
> our best to beat or at ieast match it. On top of this, we 
offer a FREE 1st Ciass deiivery service and we don’t 
charge for membership if you are buying by maii order 
so there are no ’’Hidden Charges’*. 


CHOICE 1 GO’S OF PRODUCTS TO CHOOSE FROM 


We try to stock every game available and if it's not in 
stock when you ring we should be able to get it for you fast. 
Also, with plenty of 2nd hand games available as well as new 
there should always be something that you’re looking for. 


QUALITY the best of everything - guaranteed! 


We only sell official UK products and all items are fully 
i guaranteed whether new or 2nd hand. Every product 
I line that we sell has been carefully tested by our 
^ enthusiastic sales tern to ensure that it allows us to live 
"up to our repuatation for only providing the best of 
everything. Any product that becomes faulty within its 
warranty period will be replaced hassle free, quickly and 
efficiently, including return postage. 


Everything is sent by first class post so delivery time is normally 
within 2 working days, or we offer optional next day delivery 
If you can’t wait! Our tough cardboard packaging has been ^ 
designed to ensure that your products arrive in perfect 
I condition and our salesmen are all enthusiasts who do not 
make commission, so they can give you completely 
Impartial advice. Remember, if you don’t like it you 
r don’t have to keep it so we make sure we tell you the truthf^ 
Add to this our superbly efficient technical support and 
customer service departments and we are convinced you will 
find us to be NUMBER ONE! 


THE ULTIMATE GAMING CONSOLE. CAPABLE 
OF AMAZING 3D GRAPHICS. 

DREAMCAST 

HARDWARE 


£19.99 

Official keyboard 
plug It Into your Dreamcast 
controller port. 

■ Internet compatible 
••you will need a keyboard to 
gain full benefit from Internet 
connection. 


visual memory unit 
(VMU) £19.99 

much more than 



DELIVERY 

^ TO MOSIAHEAS 
IN THE UK 

suBJEaro 
STOCK and 
SECURITY 
CHECKS 


BUNDLES 

Dreamcast any game of 
your choice + UEFA Striker 
+ SCART cable 



£33.99 


official arcade 
controlier 

to complete your ‘arcade* at 
home. 


jump pack£1 4.99 

feel every hit, crash and 
shot In a sensory overload. 
■ plugs directly Into 
controller 

no batteries required!! 


VGA box £8.99 

plug a pc monitor and a TV 
Into your Dreamcast. 












































SALES LINES 



SALES FAX 0113 234 0770 




0M3 234 04 


Sales lines 


We are Britain's bi 99 est mail 
order sujiplier of computer 
9ames! Call for your FREE 64 pas* 
eatalofua packed with Preameast, PSX. 
N64. OVD and PC CD ROM! 


The Neo Geo Pocket Colour Is a 16~bi 
handheld machine capable ofshowm^ 
146 colours (colour Gameboy is only 
8-bit and has 56 colours). It offers real 
time gaming, a unique control stick 
for arcade style gaming and is 
COMPATIBLE WITH DREAMCA5TI** 

Handheld console. £ 51.99 
Available in Anthracite. Aqua 
Blue. Blue, Clear, Platinum 
Silver and Stone Blue. 


Sonic €23.99 
All the following 
Neo Geo Colour 


games are 
£19.99: 


r Off Of 11 WITH COWffOffNCff I 

/ orve of the lor^t ^mes suppliers in the 
country. Over 350,000 customers so for! 

r fsf dasa tMhrm w y h— e# 

' c fc o r ye to UK rrxiinbnd. We provicie 
the PmSTEST delivery service around: 

1 -3 workir>g dow max on stock items. 

working day cielivery from £4. 
Orders plocro before 3pm are sent 
the same ckiy (subfect to stock). 
Payment via cheque please allow 8 
working days for ch^ue dearonce. 


Mon>Fri 9am-10pi 
Sat & Sun lOam-IOpi 


^P^EAlKtCASr GAMES 


Dreamcast 




oniV 


NEO GEO POCKET 
COLOUR £ 51.99 


If you are not absolutely 
delighted with your 
purchase for any reason you 
may return It to us and we 
will gladly exchange It for 
you or send a refund. Simply 
ring for an authorisation 
number and return It to us 
by recorded delivery. 

(We will make a small restocking 
charge of £4 or 10% of the purchase 
price and we would ask that you 
return the item In perfect condition.) 
*Your statutory rights are not affected 


from 


Aero Wings.RRP £39.99 . 

Blue Stinger.RRP €39.99 . 

Buggy Heat.RRP €39.99 . 

Caesar’s Palace 2000.RRP €39.99 . 

Cool Boarders.RRP €39.99 . 

Crazy Taxi.RRP €39.99 . 

Deadly Skies.RRP €39.99 . 

Dead or Alive 2.RRP €39.99 . 

Dragon's Blood.RRP €39.99 . 

Dynamite Cop 2.RRP €39.99 . 

ECW Hardcore Revenge ....RRP €39.99 . 

Evolution.RRP €39.99 . 

Fighting Force 2.RRP €39.99 . 

Formula 1 Racing.RRP €39.99 . 

Furfighters.RRP €39.99 . 

House of the Dead 2.RRP €39.99 . 

Hydro Thunder.RRP €29.99 . 

Incoming.RRP €39.99 . 

Jimmy White’s Cueball.RRP €39.99 . 

Marvel vs Capcom.RRP €39.99 . 

MDK 2.RRP €39.99 . 

Millennium Soldier.RRP €39.99 . 

Monaco GP Sim 2.RRP €39.99 . 

Mortal Kombat.RRP €29.99 . 

NBA 2000.RRP €39.99 . 

NBA Showtime on NBC.RRP €39.99 . 

NFL Blitz 2000.RRP €39.99 

NFL Quarterback Club 2000 RRP €39.99 . 

Nomad Soul.RRP €39.99 

Pen Pen.RRP €39.99 

Powerstone.RRP €39.99 

Psychic Force 201 2.RRP €39.99 

Rayman 2.RRP €39.99 

Ready to Rumble.RRP €39.99 

Red Dog.RRP €39.99 

Re-Volt.RRP €39.99 

Resident Evil 2.RRP €34.99 

Roadsters.RRP €39.99 

Sega Bass Fishing & Rod ....RRP €59.99 

Sega Rally 2.RRP €39.99 

Shadowman.RRP €39.99 

Slave Zero.RRP €39.99 

Snow Surfers.RRP €39.99 

Sonic Adventure.RRP €39.99 

Soul Callbur.RRP €39.99 

Soul Reaver Legacy of KaInRRP €39.99 

South Park Luv Shack.RRP €39.99 

Speed Devils.RRP €39.99 

Star Wars: Episode 1 Racer RRP €39.99 
Supreme Snowboarding...RRP €39.99 

Suzuki Alstare Racing.RRP €39.99 

Take the Bullet.RRP €39.99 

Tee Off.RRP €39.99 

Tokyo Highway Chair.RRP €39.99 

Tomb Raider 4.RRP €39.99 

Tony Hawk’s Skateboard ..RRP €39.99 

Toy Commander.RRP €39.99 

Toy Story 2.RRP €39.99 

Trickstyle.RRP €39.99 

UEFA Striker.RRP €39.99 

Vigilante 8 2nd Offence.RRP €39.99 

VIrtua Striker 2.RRP €39.99 

VIrtua Fighter 3tb.RRP €39.99 

Worms Armageddon.RRP €39.99 

WWF Attitude.RRP €39.99 
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PUASr CAU TO CONFItlM PKICtS AND AVAILABILtTY BtfOKS OtfDfPING AS SOMt ITTMS MAY BT UMfTtD STOCK AND BBICtS A»t SUBJtCT TO nUCTUATfON 


Bio Motor Unitron, 

Crush Roller, Fatal Fury, King of 
Fighters**, Metal Slug, Neo Cherry 
Master, Neo Dragons Wild, Neo Geo 
Cup, Neo Mystery Bonus, Neo 21, 
Neo Turfmaster, Pacman, Pocket 
Tennis, Puzzle Bobble Mini, Samurai 
Showdown, SNK vs Capcom Card 
Fighters and US Pro Wrestlers. 

Link Lead . £9.99 

Mains Adaptor . £18.99 


OF nrtffS. We also 
I Instock gomes ond accessories for 
N64 & other consoles , PC CD 
ROM and DVD. 


Cut out this order form and post to: 

G^EPLAY, ENTERTAINMENT HOUSE, 
CROSS CHANCELLOR STREET, LEEDS, LS6 ZTO 


Item description 


Price 


Name:.Have you ordered before? Yes / No 


Other companies may toke your 
MONIY immediately but with 
Gameploy you will be safe know¬ 
ing that xevr ermdif conf will 
net hn debited until yeur 
erder h deMpntehedI 


'Address:. 


I 


Postcode:.Signature: 


O^K>NAI. KXPHSS CHIQUI CUARAMCI. IF YOU AM 
FAYING BY CHEQUe BUT DO NOT VYANT TO WAIT FOB IT TO 
CieAK FtEASt ADO Cl.00 HEM FOB EXPMSS CUABANCt* 


Order by credit card, cheque, Postol 
Orders or cosh (please send cash in 


o registered envelope for your own 
protection). Sorry, no COD. 


Tel:. 


..Fax:. 




BoitaD* nn <or dl gomn Viipped wiKn th« UB 

OpBoool NBCT DAY D€UV«Y (xoaobt. £4 00 for Id 
Htm piM £] 00 for Mch MbMqMTTl tttm 
£}.50 pm lohMor. tmr 


TOTAL 


Cheques payable ta 'Gameploy'. 

Pric«f correct Ot lim. of going to pfM*. E & OE 


DCM(5) 


I CashD Cheque □ Postal Order □ CardQ 

^^iard No. n r~ ] f ] n nnnnn ri [~~iriri(~ir iri r~i[~i expiry date oqAiid nn 

• UNfOKTUNATtLl^ tXPHiSS CHtQUt CtlAJEANCf CANNOT Bi UStD FOR BUILDING SOCffTY CHiQUiS SENT TO PRESS 26/3/2000 


Britain's to 

buy, play, review, discuss^^ 






















































































































Ibny Hawk's Skateboarding 



yoirskate... 


^ One of last year’s biggest and best PSX games is on 
_ the way to the Dreamcast and we’ve been granted an 
-/^^xclusive fir^te^d it rocks. Find out more. .. 


1 tHJti 







A - 



I f you’re old enough to remember ( 
real roller-skates. Jive Bunny and 
The Fall Guy, you may have fond 
memories of the US Gold elassic, 
California Games. This epic, multi¬ 
sport 8hit title was one of the first games to 
bring sluiteboarding into the home. Basie as 
it was, the half-pipe event in California 
Games managed to capture a small slice 
of the thrill that real skiiteboarding has to 
offer, and that was on an 8bit computer 
that loaded games on tape! ^ ' 


i 




Fast forward a decade and the best part of 
another one, and w'e have the Dreamcast — 

\ a 128bit machine, jam-packed w ith 
dedicated gaming hardware, the most 
powerful games machine in the world. 
And now; like its 8bit uncles the 
Commodore 64 and ZX Spectrum, the 
Dreamcast has skateboarding on the 
menu — and Tony Hawk’s Skateboarding 
(THS) is looking tasty. 

Originally a PlayStation game, THS 
f took the gaming world by the proverbial 


4 


Ho matter what level of skill you’re at, 
and I meaii always - incredibly playable 


May 2000 dreaimast mont 



















Tbny Hawk- 


Fans are not sure If he is more gymnast, 
acrobat or magician. The only thing 
certain about Tony Hawk Is that he has 
reached near-mythic status as 
skateboarding's greatest deity. fVs not 
just his physical prowess but his 
dasling artistry that has left fans in 
slack-jawed awe ewer since Hawk went 
pro and began defying gravity at age 14. 

Much to the surprise of his father 
Frank, the local Little League president, 
Tony quit baseball at age 11 to pursue 
his true love • skateboarding. Ever 
since older brother Steve had given 
him his first Bahne fibreglass model 
some years before, Tony wanted to 
skate. The decision proved to be 
fortuitous. Skateboarding soon 
began to evolve from the 
favourite pastime of rebellious, 
tattooed teenagers to a 
respected alternative sport j 
requiring talent, self- 
discipline and intense ^ i 

training. Today, top skaters can 
earn sii-figure incomes. 

Tony resides in California with 
his wife Erin and two sons, Riley ai 
Spencer, and at 31, Tony proves he 
is still the best by conststently 
placing first or second at 





't'. 


nearly every event he enters. Voted Best 
Vert Skater of '99 by Skateboarding 
Magazine, H a wk has garnered neiGOiy 
loyal fans the world over. He'S partiaps 
best known for his 900* (a mid-air 360 
degree somenatt done two and a half 
times) which e x fart ed only in theory until 

imiy tamBO n tl¥B ai \aSl fga a w IIn H iic i 

X-taams and a^ at MTITs Sports and 
Music Festival. Tony is also a master at 
invention, with tricks including the Stale 
Fish, the Kickflip MclWist and 
the Varial 720 to his name, 
bi *92 Tony and skateboard 
champion Per Welinder 
formed Birdhouse Projects, 
bic., a company devoted 
to producing the finest 
^ skateboards, clothes 
and equipment. With 
Tony^ high profile, helped 
in part by his appearances in 
commercials or campaigns for 
such mainstream companies as 
Cot Milk?, Mountain Dew, 
Coca-Cola (likes his drinks 
obviously), AT&T and Gatorade, 
Birdhouse has soared. Hawk's 
signature skateboards have 
become status symbols 
among skateboarders. 





storm last Summer, finding itself at the good 
end of the charts for months and also being 
voted by many (including this scribe) as the 
best game of the year. On the face of it 
though, the original Tony Hawk’s 
Skateboarding wasn’t much to look at. Unlike 
many PlayStation games, which usually 
favour style over content, I MS offered an 
amazingly playable, exciting and highly 
addictive gaming experience, with no more 
than an average visual dressing. Don’t get me 
wrong, I HS has style, but the PlayStation 
isn’t a powerful enough platform to transform 
that style into a nice clean line of eye candy. 
However, the Dreamcast is. 

Style tt Content 

And that, rather prenialutely (and some might 
say disappointingly) sums the Dreamcast 
version of THS up. It is, in fact, identical in 
gamcpiay terms to the PlayStation version. The 
levels are identical, the skaters are identical, 
the tasks are identical and the tricks arc 
identical — Christ, even the intro is identical. 
Developers 'IVeyarch say, “In order to keep the 
physics as close as possible to the PlayStation 
version, we essentially emulated the 
PlayStation as far as the physics code went”. 

So what’s the point of the Dreamcast version 
then? Well, the Dreamcast doesn’t need to 
trade off style over content. Which means 
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■ The phatter die air, the 
more cool tricks yeu can 
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Ibny Hawk's Skateboarding 



feature 




There are ten skaters to choose fm at the start of the 
game. The stats all look about equal though, so It’S 
down to which skater you like the look of best. And it 
has to be said, the Dreanoit version of Tony Unde’s 
Skateboarding makes all the guys look totally cool. 

Tony Hawk ( ambell 

Bio_ Bio_ 


USA Born USA 

Carlsbad Hometown Los Angeles 

16 Years Pro 6 

Goofy Stance Regular 

6’2” Height 6’ 

_ Starting Stats_ 


Born 

Hometown 
Years Pro 
Stance 
Height 


Everything your perfectly drawn 


Starting Stats 


3 Ollie 
7 Speed 
7 Air 

4 Balance 


Speed 

Air 

Balance 


far, far better than the PlayStation version 


Bob Burnquist Andrew Reynold; 


Drcamcasl HIS now looks truly 
stunning. And if you’ve heard the w 
adage ‘if it ain’t broke don’t fix it’, 
then you’ll know why Treyarch and 
publishers Crave Entertainment 
deeided not to tamper with that 
precious ganieplay. 

And w hat of the precious 
gameplay? Well, for a start, 

Neversoft (the designers behind the original 
PlayStation THS) have done a fantastic job 
in creating a game structure that always 
throws something new into the mix. Set over 
nine sprawling, urban settings, THS requires 
you to complete tasks in order to receive 
videotapes. These tapes then sen^e to unlock 
later levels and new' skateboards. Simple 
stuff, you may think, but this method of play 


22 Age 20 

Brazil Born USA 

Encinitas Hometown Huntington 

7 Years Pro 3 

Regular Stance Regular 

5*1 r Height 6’2” 

_ Starting Stats_ 


Born 

Hometown 
Years Pro 
Stance 
Height 


Starting Stats 


4 Ollie 
6 Speed 
6 Air 
4 Balance 


Speed 

Air 

Balance 


takes THS away from being a basic sports 
sim. The stock tasks are obtaining certain 
scores and finding the letters to make up the 
word S-K-A-E-E. Fhere’s also a hidden tape 
to find, plus specific tasks dedicated to every 
level. For instance, the School Yard level, set 
in Miami, requires you to grind across five 
picnic tables, and the Streets level in 
San Francisco asks you to smash up 


Geoff Rowley Rune Glifberg 

Bio___Big_ 


UK Born Denmark 

Huntingdon Hometown Costa Mesa 

5 Years Pro 7 

Regular Stance Regular 

5’8” Height 5’ir 

_ Starting Stats_ 


Bom 

Hometown 
Years Pro 
Stance 
Height 


5 Speed 
3 Air 

6 Balance 


Speed 

Air 

Balance 


Jamie Thomas 

Big_ 


Bucky Lasek 

Big_ 


26 Age 
USA Born 
Carlsbad Hometown 
9 Years Pro 
Regular Stance 
5’ir Height 


Age 

Born 

Hometown 
Years Pro 
Stance 
Height 


USA 

Encinitas 


Regular 

5’10’ 


Starting Stats 


Starting Stats 


7 Speed ^ 

6 Air b i 

3 Balance w 

Elissa Steamer 

_ Big_ 

22 Age < 

USA Bora 

Los Angeles Hometown 
5 .-Years Pro 
Regular Stance Regular 

5’10 ’ Height 5’4” 

} Starting Stats_ 


Speed 

Air 

Balance 


Chad Muska 


Undisclosed 
USA 
Fort Myers 


Born 

Hometown 
Years Pro 
Stance 
Height 


Starting Stats 


4 Speed 
4 Air 
7 Balance 


Speed 

Air 

Balance 
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■ 1 CM set my house Iren here!” 

five police cars. Inhere’s a huge variety of 
tasks in the game, and the fact that you can 
leave particular tasks and play new levels, 
then go back when you’re feeling a little 
more composed is not only a godsend to the 
player, but a game mechanic that helps THS 
he the perfect package it is. 





Pro Skaters 

At the start of play you have a choice of ten 
different skaters. All of the skiitcrs on offer are 
real-life pros, so skateboarding fans are kept 
happy. Each skater has different stats but as 
you progress through the Career Mode, these 
stats increase as you gain access to better 


The Career mode is the mainstay of THS 
hut there are a few' other different modes of 
play for you to try. The Free. Skate Session 
allows you to access any of the levels that 
you’ve previously unlocked and simply jam on 
them for as long as you like (all Career Mode 
levels are two minute sessions). This is handy 


Tony Hawk’s looks more polished than 


\\i 


skateboards. There’s a slew- of different boards 
to get in the game, and each character has a 
different set with different (and mostly very 
cool) graphics — which is something the 
Dreamcast’s graphical powers can utilise. You 
can now really recognise the different hoards 
in the game, rather than Just on the hoard 
selection screen. 
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for practising your moves and tricks, as well as 
for finding the best routes through the level for 
playing in Career^Mode. By routes, I mean 
areas that you can utilise to link-up tricks and 
grinds which, when you get down to the nitty 
gritty, is exactly what THS is all about. 

THck^Grind 

I li.iiikfully then, Trcyarch have kept this 
whole area completely faithful to the 
PlayStation original, which was about as 
perfect as you can get, thanks to the perfect 
control system and ridiculous amount of 
tricks, moves and combos the game has. And 
everything your perfectly drawn skater does 
now looks far, far better than the PlayStation 



Dreamcasi 

















feature 


Every sub-culture has its ovm vooriMtaty and way of 
speaking. Skateboarding is no d i f f ereid. Here^ a few 
examples with tr a n sfa twa s for the non-skaters out dwe: 

Gnarly Bail 

Harsh Jinap off cos you're a 

Rad frWnfl coward! 

Very cool ^ Sick 

Boned Crazieee n i m e wwo 

Extend to the extreme - Bad 

mostly grabs that involve 

sticking parts of your body 

into bizarre contortions 

Slam 

Fall off, otherwise 

known as a faceplant. \ 

when a 
higher then your 
inside leg measurement 


m 

?bbUh 


link up to tour tricks in one jump. I his II score 
you a massive amount of points but makes 
landing very hard. Your fingers will be working 
overtime too, to complete the button presses 
and d-pad movements involved in such a link¬ 
up move. Once you get to this k‘vel of skill the 
feeling of satisfaction is greater then any other 
game you’ll play. You’ll think you’re pretty good 
again, hut you’re still only halfv\ay there. 

The opportunity to score a 
ridiculous amount of points 
presents itself in TIIS by linking 
- up tricks and grinds to gain 

multiplier bonuses. To do this 
you need to find somewhere with 
a long grinding surface that you 
can trick along. Long grinds are 
hard though, as you physically 
have to balance your skater, hut 
when you pull off a I SO,000 score 
compared to the 6000 that you thought 
was amazing before, the effort will he 
worth it. And your mates will he 
^ suitably impressed. 

f 'l'he many levels to the control and 
gameplay make i llS a very tough 
game, hut whilst learning its many 
nuances you won’t get frustrated, 
you won’t want to slam your pad 
against the wall and you won’t want 


NQKIf ♦ CROOMUjCRINU 

_ jn ff i 


Tony Hawk’s has got an almost perfect learning 


you’ll find yourself pulling off the hig moves 


find yourself pulling off the 
hig moves like the ^ 

Handplant, Madonna 
a ridiculous number of grabs 
and spins. You’ll think you’re good, hut 
grasping single tricks is just the 
beginning; you then have to find the 
best places on a level to jn’rlorm them 
for the highest points, and learn how 
to implement them in hig-air trick 
link-ups. On a half-pipe or hig ramp^ 
it’s possible to ^ 


version, hears have been raised about the 
Dreamcast controller not being up to the job 
of controlling the huge range of movements 
in the game, hut hreyarch put these to rest: 
‘‘We’ve mapped the gameplay controls almost 
exactly from the PlayStation to the 
Dreamcast controller. Lhe only issue was the 
shoulder buttons, since the PlayStation has 
two on each side w hereas the Dreamcast only 
has one on each side”. So what did they do? 
“We chose the natural solution: 
the button down, you 
‘spin fast’, and if you tap 
the button you ‘spin 
ISO’.” Simple. And it 
works, playing Idny 
I lawk’s on the 
Dreamcast is a dream, 
with all of the tricks and 
moves at your finger lips 
— if you know w hat 
you’re doing. Which, for 
Idny Hawk’s virgins, 
may lake some time. 

Learning the tricks 
can he a drawn out 
process, due to the sheer 
amount of them, hut also 
to the timing and 
dexterity skills you’re 
going to need. I lowever, 

I MS has got an almost 
perfect learning cime, so 
even at the start you’ll 


?bbK/ 


SWITCH madonna 
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shame they didn't take it one step further 
and provide a section in the style of 
those aid 1970s car chases over the 
massive Mils that the city offers. Never 
mind, perhaps in Tony Hawk’s 2? 


One of the biggest draws of Tony Hawk’s Skateboarding is the superlative and downright 
gnarly level design. Every single area has been designed with the sickest tricks, 
phattest air and wickedest combos in mind. None of the levels here pale in comparison 
to the next. Okay, most of them have very different styles but as for the skating to be 
had, every single one offers more trick opportunities than Paul Daniels at a Magicians’ 
Guild meeting. Check ’em out... 

V escalators to ride, water features to 
0 I ■ grind over, lifts to jump and mall 

i I V directories to smash. Sadly, not even the 

- j Dreamcast has the power to create a 

_ ^ busy Saturday afternoon atmosphere, so 

I M "" people to knock over, but 

I iw the trick opportunities should keep you 

I entertained enough anyway. 


Downhill Jam - Phoenix 

This course is (ahem), completely 
downhill, so it Is obviously the fastest one 
in the game. Miss something though and 
It’s a slow boring skate back up the hill 
which is why (more than for the rest of 
the levels) you have to learn this one off 
by heart. It takes place in the mountains 
in Phoenix on a sort of dam complex, so 
there’s plenty of water pipes to grind on 
and a huge running half-pipe section 
directly on top of the dam, which can 
prove fatal if you fall off. One of the tasks 
here Is to open steam valves, which looks 
rather nice when you get one. This also 
has the hardest to find hidden tape in the 
game. And we’re not gonna tell you where 
It is - not for a few months, anyway. 


IgO lUPOSSilK i 
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Warehouse - Woodland Hills 

The first level is skater’s heaven and an 
ideal introduction to the proceedings, the 
Warehouse setting offers one of the 
biggest and best half-pipes in the game 
and most of the outer wall is covered in 
’vert’ ramps, allowing you to get jiggy 
with your kick-flips and freak out with 
your grinds. There’s some huge air to be 
had too, but like all of the levels on Tony 
Hawk's Skateboarding not everything is 
obvious. So if you want to fly high, you’re 
going to have to work for it. 


Skate Park - Chicago 

The first competition area is a purpose 
designed indoor skate park, which means 
the tricks don’t have to be searched for, 
they just flow. There’s a massive half¬ 
pipe to attempt your big air and sick 
tricks on, plenty of rail-slide and grind 
areas (including a girder in the roof that 
can be reached via a jump!) and a ’IT 
shaped bowl area that takes some real 
pro-skating to score big on. If ail this 
isn’t enough though, sit back and watch 
the huge video-screen on the wall that 
blasts out rock videos. Cool. 


Rosswell - New Mexico 
The final competition is hard to open (it 
takes 26 tapes to unlock) but once there, 
you’ll be skating on the weirdest course 
in the game. The main trick area is a 
collection of metal and wooden ’vert’ 
ramps and rails to grind outside, but head 
Into the hangars and things start to get 
weird. There’s a couple of flying saucers 
and even an alien to witness, if you can 
take your eyes off the high speed action 
on the indoor bowls. Rosswell is a far out 
topping to Tony Hawk's truly delicious 
serving of tasty levels. Savour H, but 
most importantly, rip it up! 
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Burnside - Portland 

The second competition area is very 
tight, meaning the points opportunities 
come at you tick (sic) and fast. Plenty of 
points can be had In the large bowl area 
but the gnarliest time can be had in the 
mini bowl that’s painted like an eyeball. 
There’s also a massive wall around one 
side of the skatepark that can produce 
some truly wicked grinding sessions and 
a vert ramp that allows you (if you’re sick 
enough) to land on a wall and grind off. 
Using this park to its maximum takes a 
lot of skill, but the results are worth it. 


School - Miami 
This level introduces you to the full-on, 
non-stop ride that is street skating. 
Starting on a roof of a building, you have 
a massive American school yard to call 
your own skatepark. And with tables to 
grind, empty swimming pools to jam in, 
and even access to a gymnasium (where 
you can smash the basketball backboard 
If you jump high enough) you won’t find 
yourself getting bored at this school, 
even in maths. Watch out those who’ve 
played the PlayStation version though, 
because there are some new trees now 
that can really get in the way. 




Downtown - Minneapolis 
The streets of Minneapolis offer some of 
the best variety of any of the levels in the 
game. There’s a slew of purpose built 
ramps for small oliie and flip-tricks, plus 
a number of areas where you can score 
some big air and grind points. There’s 
aiso another huge videoscreen, plus a 
roof-top garden, a car transporter to jump 
from and a purpose built skatepark on top 
of a high rise building. Getting up there’s 
a problem but once you do, the view and 
trick opportunities are worth the effort. 
This level also gives you the chance to 
jump onto, and bounce off of moving 
taxis using the "Cat Plant’ trick. 


Streets - San Francisco 
Anarchists will love this level. Why? 
Because one of the goals is to grind and 
destroy five cop cars. The San Fran 
streets offer a wealth of opportunities for 
grinds and link up tricks too. Check out 
the raiis right near the start for some 
spectacular trickery and the downhill 
spiral grind really is something to see. 
Being San Francisco, there are also tram 
cars to dodge, as well as a load of 
hippies cruising around in flowered up 
camper vans. Stereotypes abound then. 


Mall - New York 

To most, a shopping mall is a place to 
visit, spend money, notch up a credit 
card bill, watch the girls go by and go 
home with a new t-shirt. Not to skaters 
though > a shopping mall offers a world 
of opportunity to the four-wheel inclined 
and the New York shopping mall in Tony 
Hawk’s is no different. There are 
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T»iiy Hawk's Skateboarding 


We caught up with the Dreamcast programming team behind 
Tony Hawk’s Skateboarding and asked them, can you ollie? 
Plus lots of other stuff that you might find interesting... 

DCM: First up, any skaters in the team? Who can ollie the 
highest in real life? 

Itfmth: There’s a few who haye skated on the team. That 
perspective has helped a lot with the art side. None of us 
can realty ollie worth a damn...except In the game. 

DCM: You started with a complete (and superb) PSX game - 
did you have to wipe the slate clean and build It from 
scratch for the Dreamcast, or were you able to utilise any 
of the PSX programming? 

Ttyarch: We used significant portions of the PSX game. Our 
hats are off to Neversoft for making the game design and 
physics feel so good. Still, converting over to the 
Dreamcast was a lot of work. Thankfully, we have a staff 
that’s very knowledgeable In Dreamcast and PlayStation, 
and that was a huge reason why It went so smoothly. 

DCM: Did you have to make many changes to the 
PlayStation physics and handling engine to make it run 
smoothly on Dreamcast? 

Ttyarch: In order to keep the physics as close as 
possible to the PlayStation version, we essentially 
emulated the PlayStation as far as the physics code 
went. We made sure the functions we wrote on the 
Dreamcast behaved the same as the PlayStation 
functions we had to replace. 


and end’Of-run animations. The animations look better on 
the Dreamcest, though, because we’ve Improved the 
skinning of the knees (giving the knees a rounder look), we 
used floating point math Instead of integer (making It so the 
body parts and the trucks on the skateboard don’t wiggle), 
and, of course, getting It up to 30 fps. 

DCM: The Dreamcast and PlayStation controllers are very 
different from each other. What have you done to make the 
Dreamcast control method as intuitive and user friendly as 
the PSX version? 

Ttyarch: We’ve mapped the gamepiay controls almost exactly 
from the PlayStation to the Dreamcast controller. The only 
Issue was the shoulder buttons, since the PlayStation has 
two on each side, whereas the Dreamcast only has one on 
each side. So the question was how to map the two button 
functions, "spin fast’’ and "spin 180" onto one button. We 
chose the natural solution: If you hold the button down, you 
"spin fast", and If you tap the button, you "spin 180", 

DCM: The PSX version has nine sprawling levels, it was 
rumoured that the Dreamcast version would have more. Is this 
the case? If not, why couldn’t you expand on the original? 

Ityarch: The original game design had a very strong sense 
of balance. The tape and medal system was a satisfying 
reward system. We had to respect that integrity of the 
game design. So, no new levels...sorry. 


DCM: Are you confident that PlayStation conversions 
are right for the Dreamcast market? After all, Eidos’ 

Soul Reaver, amazing as it was, didn’t exactly do 
the business. 

Ttyarch: That’s a tough question. The Soul Reaver 
conversion was a beautiful one, so I don’t really want to 
knock them at all. To our advantage, Tony Hawk Isn’t a 
story driven game, so most people will want to play It 
again, with finer looking graphics and sound. The 
Dreamcast version Is coming out white there’s still a lot 
of buzz about the PlayStation and now Nintendo versions, 
and the game appeals to a far wider audience. 

DCM: What would you like to have included in Dreamcast 
Tony Hawk’s Skateboarding that wasn’t possible? 

Itymch: There were things we could have done, but this 
really goes back to the previous question. There’s a huge 
call from the consumer for a Dreamcast version, so we 
wanted to get It out as soon as we could, without 
sacrificing the Integrity and quality of the original. 

DCM: Have you any plans for an original Dreamcast Tony 
Hawk’s title or Tony Hawk’s sequels on the Dreamcast? How 
can you improve over the original? 

Ttyarch: That’s something you’ll have to ask Activision and 
Neversoft about. 


DCM: Everyone knows that Tony Hawk’s Skateboarding is 
jam-packed with tricks. Have you managed to add any 
more, or different variations? 


DCM: Anyone pulled off the 900*? 

Ttyarch: Yes. I believe you know him... Tony Hawk. 
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M Q&A With Tryarch 


DCM: How have the graphical powers of the Dreamcast 
helped in programming this conversion? What does 
Dreamcast Tony Hawk’s do visually that the PSX version 
doesn’t? 

Ttyarch: H was certainly a plus that Dreamcast is a more 
powerful console than the PlayStation. It allowed us to do 
much more visually. All the textures in the game were 
replaced by high-resolutlon versions, most of which were re- 
done to reflect the original graphical design. You can read the 
logos, see the boards, trucks and wheels clearly, and even 
earrings. The skater model polygon count was increased 
three-fold; they even have thumbs now. Then there's the 
completely candy features that we can do on the Dreamcast 
and still maintain 3D fps, such as multiple-source dynamic 
lighting, realistic shadows, and having a farther clip plane. 

DCM: The PSX version had decent enough skater animations, 
but surely the Dreamcast can improve on them. Any motion 
capture or advanced animation techniques used? 

Ttyarch: The existing animations were tuned to the gamepiay 
so well that we didn’t change the actual animations 
themselves, although we did add a few additional fall-down 


Ttyarch: Dnce again it was an issue of preserving the integrity 
of the original game. We didn’t add anything to the tricks, 
even the names and the special tricks are all still the same. 


DCM: PSX Tony Hawk’s has that X Factor, the certain ’je ne 
sais quois’ that draws the player in. Have you managed to 
capture this on the Dreamcast version? 


Ttyarch: Certainly, the Career mode with 
the tapes and medals Is extraordinarily 
satisfying. I’ve played every character 
over and over again. I try to get more 
and more points from all the transfers 
In the levels and trick combinations. I 
try to see on which levels I can get all five 
tapes In one two minute run. Then there’s the 
big factor of Just free skating In those enormous 
levels...admiring the scenery (of which you can see a 
lot more In Dreamcast version}, watching the videos on 
the TVs In Minneapolis, seeing the hidden tape ramp 
from the "sun" room In San Francisco, or looking 
over the huge expanse of the Downhill Jam from the 
vantage point of the hidden tape area. There are just 
so many reasons why this game is coot. 










to trade your Dreamcast in for a handcraft kit. 
Why? Because no matter what level of skill 
you’re at, THS is always — and I mean always — 
incredibly playable. And all this from the first 
playable code that any UK mag has seen. Of 
course, weVe had a little help, because weVe 
all big fans of the PlayStation version and as 
you can prohahly guess by now, tbe mechanics 
of the game are, um, identical. 

Polished Perfection 

So, Dreamcast TIIS is literally a graphical 
makeover. But what a difference it makes. 
Trcyarch say: “It was certainly a plus that 
Dreamcast is a more powerful console than 
the PlayStation. It allowed us to do much 
more visually*\ The skaters now move much 
more smoothly and all of the PlayStation’s 
pixellated textures have been completely re¬ 
drawn in high resolution, making PI IS look 
more polished than Mr. Miyage’s car 
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Unfortunately, Tony Hawk's 
Skateboarding doesn’t have a four- 
player mode, but the two-player games 
are still great fun and very addictive. 
There are three two-player games to 
choose from - here’s the details: 

HUMS UP- ^ 

cniyc Knn 
SOO 

^ YOU ABI A 

Horse 

The idea behind the Horse game is to 
perform one trick or combo at a time, 
and beat the other player. Every time 
you lose a round you’re awarded a 
letter of the word Horse. The loser is 
the first person to get all the letters, 
and they are then rather rudely called 
a Horse. The good thing about this 
game though, is that you can change 
the word to anything you like, and no 
doubt it’ll always be a swear word. 


The new graphics give the superh gamepiay 


wm 


arena that it so richiy deserves 
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Graffiti 

This is perhaps the most enjoyable of 
the two player games. It takes a split 
screen format and the idea is to do 
tricks on as many different parts of a 
level as you can within two minutes. 
Every time you trick on something It 
turns to your colour but the other 
person can still use it, and if they 
perform a better, higher scoring trick 
it then becomes their colour. 



Trick Attack 

Another split-screen game. The idea 
here is to simply score more points than 
the other player so you’ll need quick 
hands and plenty of trick knowledge, 
because you’ll need to mix your tricks 
up a bit if you want to score high. This 
is Tony Hawk’s Skateboarding at its 
purest, because it simply requires you 
to be gnarly, bad, phat and sick in the 
trick department. Uh, cool. 


bonnet. The level of detail has 
also been greatly increased, as 



^ Treyarch described: “You can 

^ read the logos, see the 

^ , hoards, trucks and wheels 

clearly, and even earrings. 

^ The skater model polygon 
W count was increased three- 
fold; they even have thumbs 
now”. The game runs at 3()fps 
(which some might call slow) and when 
you first start playing you may think it is 
too slow. But as your stats increase, so 
does the speed that you skate at and things 
soon become extremely hectic, so don’t let 
the first impressions of speed put you off. 

PlayStation ports for the Dreamcast are 
just starting to pick-up pace, but so far the 
results have been a little disappointing. 

Both Tomb Raider IV and Soul Reaver have 
been literally the same game with better 
graphics, and I MS follows the same route. 
TMS, however, is not a story-driven game, 
so a graphical overhaul is enough to make a 
direct port successful. Fhe new' graphics 
give the superb gamepiay of THS the visual 
arena that it so richly deserves and so what 
if absolutely no game elements have been 
tweaked, altered or added. After all, if it 
ain’t broke... 


Want proof of the graphical prowess of Dreamcast THS? Take a 
look at these PlayStation screenshots, then check out the 
Dreamcast ones. The difference can certainly be spotted. 
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Yet another racing game, only this time one with a difference. Ever tried 


driving retro style? Thanks to Acclaim, you’re about to... 

H iiw vou fxiT woiultTc'tl whiil ;iiul wonu'n who droxc those cars arc 

it xxas like to ilrixe the hii«e still eonsitlerecl some ol the greatest 

raeino ears Irom the early pioneers and heroes ol their time, 

daxs ol' motor sport? Imaj»ine Motor racinj* in the first decades ol 

thundering around the steep the eenturx xxas mostlx about the xxell 

hanked circuits «)! Brooklands or to do enjoyinji a hobby, xxhieh lor 

.Mon/a, elin^ino to a three-rot)t many became an obsession — an 

diameter steerinj* xx heel, on solid lyres addiction It) speed. I ortunes xxere xxon 

less than six inches thick and xxilh 24 and lost, as xxell as many lixes, in 

litres ol throhhinj* engine under the pursuit ol the Spirit ol Speed, 

bonnet! ,\s lor brakes — xxhal brakes? I loxx manx raeinj; j»ames do xou 

The ehallenj»e ol drixin^ the ears ol think there are out there? No, I don t 

the I^.^Os is almost ineomparahlx knoxx either, hut it’s almost certain to 

i You're not a gainer M you dilTerenl from, lor example, lormula be in three I’ioures. rourinj» ears, M 

dont use the cockiiit view... One* cars of todax. \nd \et the men this, 11 that, hikes, tanks, lour xxheel. 
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(rucks, ^o-Lirts ;iiul (‘\vr\ oiIum' iiioiic 
ol li'iiiisporl \(>ii i';in iiiKi^inc has hci’ii 
(he suhji‘c( ol a ^aiiu* soiiu‘>\ here. ()iu’ 
area, howe ver, has heeii i riininally 
ne*»lee(eil up iiiidl now: (ha( «»l pre- 
Seioiul Worltl War rat iii”. 

Spiri( ol Speed is a ^aine (ha( 
redri‘sses (he halanet* hs eoxerinj* (ha( 
(iim* ol innocence when men xtere men 
and exerNhoth knexx (heir nei^hhonrs. 
And i(*s comiii*; oii( on l)rt‘amcas( a( 

(he tMul ol Ma>, (hron^h Xcclaim. 

I(*s tlexelopetl hx \\es( Walt's* oidx 
^ames companx, \l)er\s(xx\(h-hasetl 
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l*roatlsxx<H'd ln(erac(ixe ori^inallx an 
ollshoo( ol l»i'oatlsxxor<rlelt'Xision 
ProtInt (ions hn( noxx hillx indept iult iU 
anti nm hx DaxitI I loxxt* anti John Jones 
S(t‘ele. Mdioii^h (heir inxoIxemeiH in 
xarious projt‘c(s reatls like a xeri(ahle 
xxho’s XX ho or compiKt'r paint's, (his is (he 
rirs( original ^ame Irom (he (t‘am. 

0(c(-Sty(e Formu(a One 

Kemt inht'r (ha( (he onix similari(x 
he(xxet‘n korimda Out* anti pit* xxar 
racing ht'^ins anti cntls a( (ht* linishin^ 
line: (he lirs( (o cross i( is (lu* xx inner. 
\par( Irom (ha(, Spiri( ol Speetl can ( 
ht* compart'tl (o anx ol (ht* mnhiditle 
ol I I ^amt*s around. 

St*( in (he hlack anti xxhi(t* xt*ar ol 
l*M7. (he itieas lor Spii i( ol Spet tI t ame 
ahoii( as a rt*siil( ol DaxitI lloxxt* 

(raxt'llin^ homt* oiu* ni^h(. I lu* ima^e ol 
a lt*a(ht*r ht*imt*(. j*o^les .ind a scarl 
hloxxin^ in (he xxinti, (oofdier xxi(h 
set*in«» Itrooklaiuls race circ(ii( Irom a 
(rain xxiiuloxx, ^axt* him (he impedis (o 
inxt*s(i»*a(t* liiilher: ’* l lu'it* art* manx 
^allies (ha( coxt*r I I anti rallxin^ (ha( .ill 
tio a splt'iulitl joh. hii( (his xxas an t*ra 
(ha( had nt*xer ht*t*n t*\ploi(etl. Wt* hatl 
(lu* ch.ince (o tIo hankt*tl circni(s anti (o 
rt*crea(e (he tlan,i*t*r anti t*\ci(t*mt*n( ol 
(lu* (ime. I('s tianj'erons noxx, hn( racing 
has ht'comt* roi imila(etl anti (et hnic.il 
(some xxoiiltl sax horino). Sa( ht*hintl .m 


SPIRIT OF SPE 



high hopes 


* “We very much want Spirit of SpeeiJ to appeal to all 
audiences. We feel we have levels of access to 
^ appeal to everyone, from the player who wants to race 

around the tracks to someone who wants to establish themselves 
by racing an entire season." - David Rows. 
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WE RE TRYING TO GET THE 
PLAYER TOTALLY INVOLVED 
IN THE PERIOD 


.lirt rah t*nj»iiu* on a t h.issis xxidi a 
st|iu*akx lt*a(lu*r st*a(, (ht*st* j'lixs xxt*ri* 
rt*al lu*rot*s racin;,'on coiira**t*. I (hoii^lu 
(h.il xxas (he basis lor a ^o«mI 

Wartime Racing 

I lu* ^amc i(st*ir inxoixcs nine (rat ks, 
pl.ixahit* in lour tlilh*rt*n( modt*s: Sin^k* 
K.ict*, Arcade*, Championship St*ason 
anil ‘Sct*narios*, xxhii h st*( (.isks lor xon 
(o ht*a( ct*r(ain comhina(ions ol 
opposi(ion or (o lu* pl.ict*tl in ct*r(ain 
|H)si(ions a^ains( siipt*rior opposi(ion. 

^on t iiihaik upon xonr t art er in (lu* 

I )ecatlt“ ( hallt n^t* as a nox iet* tlrixt*i 
xxidi amhi(ions (o makt* i( (o (he (op anti 
t'.iin (lu* accol.itlt* til (lu* piihlie as a 
xxorltl lamons r.icin;^ at t*. ^on niiis( liis( 
t'stahlish xonr tliixt*r cit*tlt*n(ials anti 
s(a(iis hx t|n.ililxin^ lor (he ln(t*rna(ionai 
t*xt*n(s. ^t>n tio (his hx rat in^ .i( xonr 
Itit .ilisetl home (r.it k lor prize moiit x 
anti hx XXinnin** xx.i^t'is a^.iins( lix.ils. 

Mu* mort* mont*x xon xxin, (lu* he((t*r (lu* 
choiet* ol car m.itlt* ax.iil.ihit* (o xtui. 

I ht*st* t ars are t lasst*tl on pt*i lot ni.iiu t* 
haiitls, A. I», anti C . \l(t*r .i mtitlt*s( 
tpialilxin^ |H'rioti. (he racing talt*ntlar lor 
(hat xt*ar’s st*rit*s ol races is piihlisht*tl. 
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a quick chat with broadsword 

Why pick a pre-WWII setting? 

*‘We wanted the 1930s because the style of driving is totally different. 
Whereas the racing genre is a crowded market, all the others are of a more 
modem style. Much as the early 20th Century adventurers were looked on as 
pioneers, so the drivers of these large ‘cigars on wheels' were ‘boy's own* 
heroes in their chosen field”. 

What cars are there and why use those particular ones? 

“We included all the most popular cars of the time and we chose them from 
the statistics for races at the time. Alfa Romeo. Mercedes-Benz. Bugatti, 

Auto Union, are all well known”. 

Most of the cars can be found in museums or private 
collections. How did you replicate the feel of driving them? 
“We had help from the Brooklands Society. Bennington Grand Prix Collection. 
Brookiands Museum and many other sources. We had videos of old footage 
loaned to us and worked from highly detailed metal models that we imported”. 

Most of the tracks don’t exist any more. How did you 
replicate them? 

“Research. Web searching, books, videos. Some do exist, some only in part, 
some only in reference”. 

Did you bring in any drivers from the time as ’consultants'? 
“The Brookiands Society actually have members who own these cars and members 
who drove them at the time. They were a very useful source of knowledge”. 

Weather conditions would have played an enormous part 
In these races. Is this included? 

“No, although car handling does vary according to the model of car and tyre 
wear, and amount of fuel consumed”. 

Most people would pick the quickest car and stick with 
that. How do you ensure each car has an equal chance ^ 
of winning to keep player interest? 

“By offering the challenge of the scenarios that will ask you. for 
example, to finish in the top four at the end of the season with a 
Bugatti. By picking easy, medium or difficult levels you can make this as 
much of a challenge as you can take”. 
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I he (irdcr is i'oin|)liirl\ niiuloin miuI will 
ilillrr ciK li tiiiu* ihc is phiwd. 

Noiir (>pp<Hu nts in llu- Dct iidc’ 

( luillrn^i* will ;ilsn liiwi* luvn d«-M’lopin^ 
llu'ir stHliis at tiu’ir l<K’al trac k and will 
conu' to llu* lirst race* ol llu* season >\itli 
tlu ir i luiiee ol ear. As \on proj»ress 
through each seas<»n, \tni inaN jiid^c* tlint 
a pailienlar op|H)iu’nt is a j^ojkI larjift lor 
a waj^cT in a head to liead iliallen^f, 
wliicTi is a <»ood wa\ to raise money l)nt 
has its risks: \<ui too eoidd heeiMiie the 
siil>|i et ol a wajier. \s new tracks are 
hiiilt and as existing ones are nuKlilied. 
thes hi'cnme axailahle lor the rac in^ 
season in the eorrc'et Near. 

These nuules ol pla\ are the tried and 
triistt'd ones hut it's the tracks and ears 
that will Ik* unlamiliar to most pla\ers. 
KrtNiklands. in the L'K, has eoiu rete 
hanking and is prohahK the most lamous 
ol all eireiiits: the I ihvan trac k ol Iripoli 
has a clc*sc*i1 theme and M(»oiish 
arc hitc’ctlire; Itoosexc’ll and the onh non- 
lieensed trac k. Montana Ikieeway (a 
classic’ American o\al with a sweepinj* 
S-hencI) are Irom the L'SA. whilst 
MontelcH-N in I ranee is part c ross- 
c'oimtrN. "Wc* sc’lc’ctc’d these’ tracks so 
there is a complete’ \ariet\ of c halleiijic's.’' 
g. Rowe comments. “Ran. in South 
^ West Tranc e’, is ineliided inste ad ol 
Monaco, simpK hc*eausc’ we 
wanted sonu’wlic’ie dillc’rc’iit. 

I very one has usc’cl Monaco." 

I he Ro c irc uit has an axerajie 


E 00:22:79 
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THERE ARE MANY GAMES THAT COVER 
FI AND RAUYING THAT ALL DO A 
SPLENDID JOB, BUT THIS WAS AN ERA 
THAT HAD NEVER BEEN EXPLOITED 
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■^lAP 375 

LAP 01:30:21 


s|M'r(l ol S^>inph, inraniii^ you i';in lu il 
lilt- slr;ii<»hl hut hii\c* to t rawl 
aroiintl thf liaiipins. \tT\ niut li likt* 
Monaco in lact". 

I he (icrniaii track Amis, which is the 
Aiitohahn route, is still hein^ worked on. 
It’s a course with two 4S^ hrick hairpins 
joined hy llxe mile straights. “Alter 
racin«» down one straijiht, the point has 
been made that the course is exactly 
that, so we’ve taken some liberties. We 
hope racing Ians will understand why 
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SPIRIT OF SPEED REDRESSES THE BALANCE OF THE RACING 
GENRE BY COVERING THAT TIME OF INNOCENCE WHEN MEN 
WERE MEN AND EVERYBODY KNEW THEIR NEIGHBOURS 



WfVe lia\in» to do this”, lo uet the 
autluMiticily oi the tracks, l»roadswortl 
spent many an hour leedinj^ themsehf? 
with hooks, \ id(‘os and anything else* 
they could lay tlu ir hands on. I he 
remaining two tracks are still to he 
de( ided at this moment in time hut wil 
probably he Donnin^ton and Mon/a. 

The Dark Ages 

The* cars, too, arc all lit ensetl. liecause 


SocietN liaM* hel|Hd us immensely", says 
liowe. “ I he cars and the tracks, bar one, 
are all real hut the drivers are lu titious, 
although any serpiels to Spirit of SiMvd 
may include real |K'ople.” 

It’s all \fry well having a racing 
<»ame, hut prrihlems could arise in 
trxin^ to cmiM-y the atmosphere ol tin- 
era to the plaxer. With I I that problem 
doesn’t exist, simply In-cause we can all 
relate to somethin” that’s happeniii” 


there lor when luel ”ets low or tyres 
lx-j»in to wear — hy entering the pits 
those ri-sources will In- replenished. I he 
”ame has a hi^liK accurate physics 
engine that |>ro\ides accurate collision 
de tection and realistic handliii”. I lu- 
accessihilit) is in tin- t-asy learnin” 
Cline, where anyone will ”et true hack 
end slide- alter pulliii” out ol a win-e-l 
spin. I he- cars will also re-act to oil s|)ills 
anel surlace variations. Damage- eloe-s 




most ol tin-se- vc-hie les are- in private* 
muse ums anel are- in-ve-r allovve*el on tIn¬ 
road, to ”e*t the best oin*s lor the j^ann* 
two ears with two e-xtreme*s ol hanelliii” 
we re usi-d: the Me-ree-de-s I S4, which 
was Irenit In-avy hut handlc-d rt-ally well 
anel tin- Auto Lnion ( (now part ol tln- 
\olkswa”en Audi C«roup) that was 
notoriouslv eliilie iilt to handle elite- to its 
heavv hack engine. I he- otln*r cars, 
includin” l>u”atti, I .l».A., IJi-ntle-y 
lilowe-r anel the- mighty 24 litri- \a|)i(-r 
Railton, all lall betwee n these- e xtremes. 
"We- have- elone- our re-seare h as re-”arels 
siispe-nsion, hanellin”, e tc, hut we-’ve alsei 
hael tei otie-ss some* ol it. I he- l>reHiklaneis 


ne»w: trvinj* te> immerse venirse-H in a 
perienl none* ed us re-me-mhe-rs can pn>ve- 
eiillicult. Dav id lieme- has an answe-r: 
"We* are* usiii” art ele-cei e re-elits anel 
introduction scre-ens, ale»n” with a 
souneltraek that iin lueles (ilenn \lille-r. 

I ae h race* is introeliieeel with a pe-rioel- 
style- poste r aelve-rtisin^ the- e-ve-nt anel 
each race cemclueles with a pe rieiel style- 
ne-wspape-r pre»e laimin” the* result, 

We-'re* trviii” to ”e-t the- plave-r totallv 
involve-d in the- pe-rieieT . 

In The Pits 

Spirit ol S|K-e*el is he in” ele-ve-leipe-el lo he- 
heith ne at anel aece-ssihle-. Pit stejps are- 


hap(H*n hut the* sale-ty as|H-e t was lar 
Iroiii the- minels ol tlnise* e-arU elrivers; 
with ne» se-at he-lls e>r escape lanes anel 
le thal concre-te walls, it was in the-ir best 
inte re sts te» make* sure- the-v elieln’l crash. 


There just aren't enough 
racers with banked tracks... 
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ganicplav; the characters’ narrative has 
been designed anmnd them, i<H)king 
back at their <id\entiire and exaggerating 
their particular parts in the stf>r\; 

There’s a definite shortage of 
information about the other features 
in the game, although we’re sure more 
will be released closer to the time the 
movie appears over here. Let’s hope 
we’re t>nto a winner. 


t’s the classic spin-off. We’ve had 
Hercules the movie, then the 
game, and the same goes for 
Lar/an. And now here comes 
another — and the movie hasn’t 


movie 

even hit the big screen yet. 

In The Road to HI Dorado you 
follow two heroes, Miguel and I'lilio, 
who are accompanied by their faithful 
companion. Alvito. as they venture on 
their epic journey. Thev start on their 
Right from sunny Spain carrv ing a 
strange map. 1 hey travel as stowaways 
in a conquistador ship that’s heading 
for the New World, then begin a long 
trek through the jungle to arrive, at 
last, at the gates of HI Dorado. 

live majoiilv of gamers derived from 
animatcHl movies are platform based, 
hut not this one. It’s set to lx* a true 
adventure game, w hieh featurt's 1o<h1s of 
action scenes (appaamtly this will ap|x?al 
to younger gamers) and to enhance the 
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I THE MAJORITY OF GAMES DERIVED FROM ANIMATED 
I MOVIES ARE PLATFORM BASED, BUT NOT THIS ONE 
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Fighters 

A cartoon-style, arcade inspired, furry, fun game - sounds good... 


IIA UNIQUE GAME THAT PLAYS 
II AS GOOD AS IT LOOKS 


shoot-’em-up’ that combines the very' 
best from nearly e\'er\’ game you may 
have played, but creates a unique game 
that plays as good as it looks. It has 
stylish and polished graphics, some of 
the finest animation and special effects 
displayed on screen and the right mL\ of 
challenging gameplay, with e\er changing 
scenarios to keep 
interest high. 

BC has 

blended puzzles, 
platforming, 
adventuring and shooting with a rich 
storyline. You could easily believe 
that taking the best hits from game 
genres is an easy option to creating 
instant appeal but, conversely, this is 
not the case. Fur Fighters has its 
own endearing qualities: it has well 
crafted, intuitive and challenging 
tasks, which are the hardest aspect 
to any game and its instant ‘get in 
and play* feel should have all gamers 
wanting more. 


The Original Idea 

The idea for Fur Fighters came 
collectively from the whole team. The 
team was given an open canvas to 
create a game that they actually 
wanted to play, working on various 
elements that they all did best. Brian 
explained: “The graphic artist had a 
leaning towards cartoon graphics. 


Purrfect 

Fur Fighters can ideally be 
described as a 'third-person 
cartoon-action-puz.z.le-ad\enture- 


B izarre Creations (BC) are 
well and truly on a roll — at 
present they’re one of the 
most sought after developers. 
Metropolis has already had 
the undivided attention of all 
Dreamcast owners, marking it down as 
one of the best racing games for the 
Summer. Now' the team is going for a 
double whammy, with the plaudits 
continuing for Fur Fighters, a polished 
and highly original arcade action game 
that will captivate both Dreamcast 

owners and PC fans alike with 
its looks, playability and 
uniqueness. Three of the team 
were on hand to talk us through the 
game: Jeff Lewis (Concept Artist), 
Mark Craig (Senior Programmer) and 
Brain Wbodhouse (Producer). 

















placing the emphasis on creating good 
gameplay. People \\ ill be solely focusing 
on playing and enjoying the game, so it 
must offer excitement, fun. diversity in 
characters and innovative ideas — ail of 
which the team has accomplished. 

The Game 

F ur F ighters stars the six remaining F’ur 
F ighter \ illagers - Roofus, Juliette, 
Fiungalou, Rico, Chang and Tvveek (and 
their semi-functional teleport device) — 
who are on a quest to find their families, 
who have been kidnapped, and defeat 
Cieneral N'iggo (the had guy) for good! 

Fiach Fur F ighter has a unique and 
easily recognisable skill, which he or she 
can use to gain access to areas that the 
other Fur Fighters cannot reach. F he 
main idea is that when you assume the 
role of one of the six characters, you 
can only rescue their family members. 
However, v'ou may Find some of these 


whilst Mark, who works on AF, had 
some really inventive ideas that he 
wanted to work on, which led up to 
mov ing towards a shooter. Paul, our 
other programmer, was well into 
platform games and had ideas he 
believed vvoidd stretch that genre. It 
was combining a number of elements 
which culminated in Fur Fighters”. 

W ith the stakes now so high with 
new games, any cartoon game could be 
misinterpreted as being only for kids. 
Brian quickly clarified this point: “You 
only have to play the demo to see that 
it’s for a mass audience and even 
looking at the game for a short period 
will Justify this. Flie imagerv for the 
game is verv' strong and the marketing 
will support this — it’s aimed at gamers! 
There are a number of cartoony games 
out there, which are by no means for 
kids. Cartoons can be seen on two 
levels — you only have to look at I’he 
Simpsons to note that both older and 
younger fans get different things from 
the programme, and both find it 
captivating. We believe that Fur 
F ighters offers that same broad quality". 

No one gets killed in Fur Fighters, 
nor is there blood and guts, hut this 
df)esn’t lessen the game’s impact, 
considering y^ou have to shoot at other 
animals. FiC has not gone this ‘non¬ 
shock value route’ to play safe hut has 
considered w hat a mass audience want. 


II How can somettiing so cute offer sucli hard-core eameiday? ITs gonna be fun Rndiiig out! 


relatives in places that are inaccessible 
to the character you’re controlling. I his 
necessitates changing roles, w hich is 
achieved by the use of the teleporter. For 
example, you may be the dog, with your 
baby on a ledge that you can’t reach but 
the cat can. F ind a teleporter with a cat 
icon, change roles, climb up to the ledge 
(which only the cat can do), then 
change back to the dog v ia the relevant 
teleporter to rescue the pup — it adds up 
to a co-ordinated rescue attempt. 

F he puzzles are packed with 
sarcastic humour and each is linked 
to the story line, allowing the player to 
progress through the game and rescue 
the captured babies. The huge variety 
of puzzles ranges from simple switches, 
through to more complex multi-phase 
pu/y.les requiring more thought. Each 
uniquely themed HubAVorld — of 
w hich there are six — is entered via a 
path from the F’ur Fighter’s Village. 
Each IFub contains the entrances to 
three levels and an end-of-level 
Guardian Arena. F^ubs are only open to 
the player if he has defeated the end- 
of-level guardian from the previous 
Huh. The player starts the game by 
entering an unlocked Hub and, from 
there, chooses an accessible F^evel. 

As well as rescuing the Fur Fighters’ 
kidnapped children, players w ill be 
collecting tokens or goodies as they make 
their way through the myriad of ever- 
changing levels. Fraught with hidden 
sections and strange and nasty enemies. 

F here’ll be a w hole host of weapons, 
and surprises galore will unFold as you 
move deeper into the game. 
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The driving equivalenr^ftydro Thunder is on its 
way to the Dreamcast, ^/d although its release 
date’s been put back a Qguple of times, it looks as 
though it’ll be more than worth the wait... 
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I I W.ISIll .ll\>.«\s llu* 

inU*nlioii to inoUt* this lilU* port ol 
wh.it uo’ll now t oll llu* ‘ I Iniiulrr 
sorii's. lu’loiv Miilw.n spoltotl tin* 
j».iinos polrntiiil. -4 \N h<*c’l I himtliT 
wont In llio n.iim* «»l \l tT;ili»»n l>nl 
v\ln-n tiu* foinp.iin in.ulo llu- ilooision 
to pnUlish tiu* ^.inu- llu’> wt-nl lor .i 
inoro litlinj* tillo. It won inon* ol o r;ilK 
ilri\ in^ litli- in its inloiun. I>iit tli.il icK-;i 
w.is o.iniu-d in l.noiir ol .i inort- 
oNtronu*, till rciiul (Irixin)* sInIo. 

\iul .1 j^ootl joh it W.IS liM), iis now wi¬ 
ll.i\<‘ wliot looks like- .1 iniu’li inoro 
pl.n.ilik- litk-. iinoKin^ Monsti-r Iriu ks, 




jc-i-jis .iiul i|ii;ul » 

l>ikc-s, .ill x\ i«h _ igg U 

soino st-rioiisl\ JSf l~ 

sinorl iiuk-pc-iuk-nt 
lour wlu-i-l 

sns|H-nsion. l lu* - 

\oliiolc-s won- spcoilu-olK 
hosoil on iiukK-Is loiiiul ;il 
xorioiis L'S oll-ro.ul shows, whii li 
.ulcls to tlif smooth ilrixinj* oxpi-rioiu’o 
t rr.iU-tl In tin- oMt-IU-nl j»r;iphks oiul tlu¬ 
pin sios i-n^iiu*. proilikfil Ironi soroli h 
In kilislo. (>niplik'olh. tIu-onoiiu-’s 
I opohk* ol SOO.OOO |n)K|;ons ;it arotiiul 
(>0 Iranu-s pi-r soroiul - impivssixi-. 


J ^ 4 \\ lu'ol I hiiiulor 

3 ^ . I 

IS mort- aroailc 

orii-nlaU'tl, ralhor 
than simiilalion hasi'cl 
liki-C olin \U lkK-or\ KalK 1. 
kalislo wanti'll llu- j»anu' to loi ns 
on till' ilrixino sonsalion anil lun 
oami'pkn. so whi-n \oii spi-i-il oxor tin* 
numi-roiis hiim|)s anil I1\ oil ramps 
Miu ll almost li'i'l it. I hi- li'am took it 
upon lhi*msi'lxI's to pla\ a lot ol titli's 
Irom tin- I himili'r ran<»i' to i-nsuri- that 


WHEN YOU SPEED OVER THE 
NUMEROUS RUMPS AND FLY OFF 
RAMPS YOU’LL ALMOST FEEL IT 
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■ There ere i multitiide ef 1 player modes on oher. Strangely, baloons appear quite often. 
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customise to capitalise 


In Championship mode you have the option of customising your vehicle. 
Unfortunately, you only have one vehicle available at the start to race with. 
It’s a Monster TIruck and it just so happens to be the slowest out of the lot. 
You can only begin customising it once you’ve earned a certain amount of 
money; in this case $5500, and you’ve only got $500 in the bank. So, until 
you've won some races there’s no chance of making your Monster Thick any 
quicker. In the Garage menu you’re told the vehicle's statistics - grip, 
handling, thrust and speed - all of which can be improved the next time you 
have enough cash to start upgrading. Or you could just spend the money on 
another car. 
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quickfire questions 


Will 4 Wheel Thunder be 
playable online? 

We have the ability to develop this for 4 Wheel 
Thunder but time delays on the internet 
development kit have meant we can't implement 
this for our release deadline. 

How many courses are you going to 
have in the game? Can you 
describe some of them? 

There are 12 tracks in six real-world locations, 
using a mix of stunning long-range outdoor 
tracks and Intense, high-pressure indoor arenas. 
The indoor tracks provide highly charged 
atmospheres, with packed crowds in small 
arenas. The outdoor tracks provide room to 
breathe, with panoramic views and exhilarating 
races through rugged terrains from all around 
the world. We want the game to offer the player 
a combination of beautiful graphics and dynamic 
driving challenges. 

How would you describe the player 
view? How does the interface work? 

There are three camera views that the 
player can choose during the 
race: two external cameras 
(follow cam) and a 
subjective view. As for the 


interface, we've developed something very 
ergonomic, in full 3D, and really ft's really fast. 

What cinematics and/or presentation 
style are you plannlivg? 

The game features an MPEG cinematic sequence 
at the beginning of the game that is currently in 
creation. During the race numerous real-time 
cinematics appear throughout the tracks. 

What music and sound affects 
are there? 

We’re creating the music and sound in-house and 
we paid particular attention to both to provide a 
really good musical atmosphere. The sound 
tracks are “electro music oriented”. The game 
will feature more than 15 original audio tracks. 
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YOU’RE GOING TO BE TEARING YOUR > 
HAIR OUT AFTER A WHILE AS IT CAN BE HARO 
TO BEAT THE CLOCK AND YOUR OPPONENTS 


soil usr f.K li ;iiul hoosl. \nollu r 

possihililN l(> lu'l|) Mill *>i‘l aroiiiul llu‘ 

Hat k that lillU* liil laMfr is Hi liiul ihf 
\arioiis sluirtfiils altin^ llif was, lh<iu»»h 
iIu'nVi* ntit as olnimis as thosi* tiiuiul in 
I ImIio I luiiult i. ()n uaU r-hast tI Hat ks 
il s pitilN likfK llifit's a t|iiii kiT rniilf 
tlirnii^h, sa\» a waltalall, whfifas in 4 
W lit'fl I liiintltT vtin’if likt'K Hi ftmif 
at mss tint- In tlrixinj; llntiii|^h a lutl»»f nr 
llu* likf. ()li\itinsK. ilMiii ‘•iifss witin^. 
Mill'll fiul ii|> lat in** in I lit* witinj* 
tiiit'tiinn. Ir\in*; tlt‘s|H*ralt*K Hi rt‘\fist‘ 
mil III lilt' siliialitin whilt* all I host' 
iippiint'iils Mui’xt' passftl oNt'ilakf mui 
a*;ain! Il s also t'\Ht'int l\ Iasi intixin^. 
whit'll Mill nii^hl ihink woiiltl inakt* mui 
run inlo |irnhlt*nis \\ht*ri* 
slffiinj^s t out t'l'iit’il. hill 
ihal's mil llif t asf il 
H'alU is laiilllfss. 

Wf'M' nnh |ila\t tl 
I Ilf |irf\ ifw fiitlf so 
lar. anti il s alroath 
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olnioiis lhal Min rf prohahK ^oin^ to hf 
Ifariii” Miiir hair mil altor a whilf. as it 
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lhf\\f |H*rinanfnll\ »»ol ihfir ImmisI » 4 aiij»f 
ltip|H‘tl lip lo fapaf it> ) hill ihfn lhal s 
anollu r siinilarilx with I Kilni I hiinilfr, 
anil \M* I'oiiltl ilo with a i hallfii^i'l 

Wi ll. 4 W hffi I hiintlfi's original lor 
ihf Drfanifasl hut as lor whfthfi* il II 
hial thf plaxahililN til sa\, Sf^a Kall\ 2 . 
wf’ll haxf lo wail .intI sfi*. (Anti il mui ri* 
inorf inlfifslftl in powi rhoal rai inj; 
aiwwax. IVoniflhian Dfsij'ns is i iirri'nlK 
ilfM'lopin^ a lillf similar to I Kilrti 
I hnnilfi', fallfil IKiIro Sprint, whifh 
soiinils likf il foiiltl hf worth wailing 
lor.) Aiuwax, it shonliln’l hf 
loo lon^ hfloif wf j^fl 
onr hantls on a 
it'xifw i tipx XX f 
t an onix h<i|H' 
that il xxill lixf 
up lo mil hi^h 
fxpfflalions. 
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II For ONtra reaHsm Kalsto have mchideit a lot ol nifht time dnvmi. 
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URBAN CHAOS 

tip from 
the top 

Not that it would be 
biased to ask the 
opinion of one of the 
big-wigs from the 
developers or anything, 
but we wondered what 
Mike Diskett, Co- 
Project Leader, would 
say about Urban Chaos: 
'The Dreamcast is the 
perfect platform for 
Urban Chaos, we can 
retain every feature of 
the PC version, while 
the gameplay seems to 
be further enhanced. 
This could be the best 
version of Urban 
Chaos yet". 


rban Chaos puts you straight 
into the heart of a modern 
urban jungle, where 
something rather sinister is 
going on. You’ll first be 
playing the role of a rookie cop called 
D’Arci Stern. She’s an overworked 
police officer who has to regularly 
take on hordes of gang members and 
thugs single-handedly, with only her 
fists and a few bullets to do it with. 
However, it’s up to her to save the city 
from utter disaster and solve a mysterv' 
of corruption and evil. 

The basic storxiine invokes the 
Millennium, and a group of gangs called 
the \V ild Cats who are intent on ruling 
the city for their own dark pur|>oses. It’s 
your Job to take care of the thugs and 
muggers \\ ho are raging through the 
city and ultimately, reveal the bigger 
subplot. As you go through the game 
you meet up with a \ igilante named 


Roper, who reveals clues to the true evil 
behind the Wildcats - you even get to 
control Roper later in the game. 

The reason why L'rban Chaos was 
so popular on PC format was due to 
its pure speed. All of the levels are 
split into condensed pieces and last, 
on average, around fifteen minutes (as 
long as you don’t spend all of your 
time looking for everv single secret 
and enemy there is). Developers 
Muddy Foot constructed this 
title around citv locations. 


fHE PERFECT PLAYGROUND FOR SOME 
FAST ACTION FIGHTING, SKILFUL ACROBATICS 
AND TOTAL SCENERY INTERACTION 


aneamiast 


sometimes giving the player different 
missions within an area, or throwing 
them into a fresh environment for a 
swift change of pace. 

just like real life. Urban Chaos 
thrives on throwing surprises at you. 
Each one of your new missions will 
give you a new objective, and then a 
spanner gets thrown into the works 
almost straight away, meaning you 
have to think on your feet. 

Technically, Urban Chaos will use a 
ground breaking graphics engine which 
includes 3D volumetric fog, true wall- 
hugging shadows and atomic matter 
simulation for real-time physical 
modelling of object collisions — all of 
which provides the perfect 
playground for some fast action 
fighting, skilful acrobatics and total 
scenerv interaction. 

If these screenshots are 
anything to go by, as well as 
the review scores from the 
PC version, then Urban 
Chaos will undoubtedly do 
well for the Dreamcast — 
look out for a review soon. 












PuMsher 

Sega 

Developer 

Altus 

Released 

TBA 

Genre 

Action 



Will Sega have a 
sword in their side? 

A pparently there ha\e been 
some translation problems 
with Maken \. making the 
voice-overs a little dodgy. 
However, it looks as though 
this title will he able to hold its own 
despite its problems, thanks to its fast, 
unique gameplay. Its played Irom a 
first-person perspective and at first 
glance, l(»oks like a first person 
shooter — yoiril soon see that it’s not. 

Hie stor)' reiolves around a young 
woman called Kei Sagami who arrives 
at the K;ma/awa research lab, which is 
run by her father. Kei’s father and a 
team of scientists are attempting to 
reconstruct and awaken a particularly 
evil form of sword 
called the ‘Maken’, 
but things go 
horribly wrong. A 
strange creature 
forces his way into 


the lab, kills a few ol 
the lab’s |x*rsonnel 
and kidnajis Kei’s 
father. She then 
decides to complete 
her father’s work by 
awakening the 
sword and then 
merging with it, 
then heads off 
in pursuit of 
the creature. 

I lowever you 

don't just control Kei through the 
game, it’s best to think of yourself 
as playing the sword more than 
anyone else. Maken X features a 
‘firain Jack System’ where you take 
control of various characters. All the 
characters you Brain jack differ in 
some area, such as their speed. 


IHISmEWILLBEABLETO 
HOLD ns OWN THANKS TO 
ITS EAST, UNIQUE GAMEPLAY 


attack strength or method of 
attack, and it’s down to you 
to decide which character 
to use. 

All of this certainly sounds 
promising and these 
screenshots are looking pretty 
impressive — more on Maken .\ 
in future issues. 








miitake Maken N ler a nrsl-paraon atwoter but wa aature you ITa net 
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Pubistier 

Interplay 

Developer 

Interplay 

Released 

May 2000 

Genre 

Gambling 



Caesar’s 

Palace 2000 


A game for those with money to bum.. 



L 


THIS GAMBLING TITLE IS 
THE FULL MONTY, AND WHAT 
BEHER PLACE TO GAMBLE 
THAN AT CAESAR’S PALACE? 



ike puzzle games, most card 
games or compendiums of 
gambling products never 
quite hit the mark with 
discerning buyers. Although 
Caesar’s Palace isn’t going to set the 
world alight, what we have here is a 
really neat collection of fun casino 
games. It includes all the different 
games you could ever wish for on a 
CD, to give longevity and a really 
nice break from all the action, racing 
and strategy games around at the 
moment. You can play any of the 
games with your mates for five 
minutes or against the CPU for 
hours on end. 

The Real McCoy 

This gambling title is the full monty, 
and what better place to gamble than 
at Caesar’s Palace? You’re 
pulled into the 3D world and I 
can even act shifty in the 
lobby before you try your 
luck and play one of the 
many games on offer. The 
dealers, we’re told, even have 
their own personalities that’ll 
make you come back for 
more. In fact, the game's 
designed so you’ll think it’s a 
role playing game 

Try your luck at Blackjack, 

Roulette, Craps, Mini 
Baccarat, Slot Machines, 

V ideo Keno, Video Poker and 


Poker Challenge. If you’\'e seen Caesar’s 
Palace 2, you’ll find this offers more, 
with added goodies such as Pai Gow 
Power, Red-Dog, and even Casino Wars. 
If you have a bad run of luck, you can 
borrow money from the casino cashier 
and get back into the games. 

All of the games, from cards to 
slots to poker, offer a true challenge 
and you’ll find that the A1 has been set 
up to challenge both the novice and 
serious players. 

The actual look of the game comes 
complete with a huge variety of 
customisable camera angles, so you 
can watch or take part in the action 
and experience it from many vantage 
points. You can even listen to 
conversations with the dealers in an 
attempt to learn more about the ins 
and outs of wheeler dealing. 



I (Yiwn.) Tlwre's notMng nior« exciting than a 
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character 

building 


The default characters 
starting at level one 
novice are: a Warrior, a 
Valkyrie, a Wizard and 
an Archer. Each 
character has various 
strengths and 
weaknesses, and there 
are five hidden 
characters to unlock. 
The game has many 
plus features, with 
loads of on-screen 
enemies, whilst 
gameplay is fast and 
simple to play, offering 
a real challenge and a 
totally immersive feel. 
Take a look at the 
screens. Tasty or what? 


II Ihmgt have cerlahdy changed unca I Iasi playad Cauntlai an U» Master lyataoi. 
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PuMIsher 

Midway 

Released 

June 2000 



















































PutHistier 

Fox Interactive 

Developer 

Fox Interactive 

Released 

Q3 2000 

Genre 

Platform Adventure 


CROC 2 


the original 

Croc first appeared on the PlayStation way 
back in 1997 and it went Platinum the year 
after. Some said that it was Sony’s answer 
to Mario 64, but it was hardly surprising 
those comparisons were made - name a 
platformer which hasn’t had the same said 
about it. There were 50 levels and, for the 
times, the graphics were above average (for 
the PSX). However, its downfall was the 
control. So, now we can only hope that 
everything is top-notch for the Dreamcast - if 
anyone can name one reason why it won’t be, 
we’d like to know about it. 


II We could be wrong, but this back-pack wearing adventurer reminds us of someone... 


Croc 2 

Not just another PSX conversion... 


T here were mixed reviews of this 
title when it came out on the 
PlayStation and PC, so it's kind 
of lucky that the Dreamcast 
\ersion will be its ov\ti game. 
This title promises 
to incorporate loads of 
original mini games in 
the final version, 
including Croc racing — 
let's not hope it will try 
and compete v\ith the likes 
of Mario Kart 64. 

The adventure entails 
you taking control of ^— 
and helping him 
search for his lost 


parents. The journey will consist of a 
massive 42 different levels and Just 
from looking at these screenshots, 

you can no doubt tell that the 
graphics promise to be top- 
notch — better than the PC 
version s in fact. 

The question is though, 
can it compete with such 
stunning games as Rayman 2 
and Sonic Adventure? 

Competition is already 
fierce for cutesy 
platformers, so it'll be 
interesting to see how this one 
fares. Look out for more info 
in future issues. 


COMPETITION IS FIERCE FOR CUTESY 
PLATFORMERS - IT’LL RE INTERESTING 
TO SEE HOW THIS ONE FARES 
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PiAlistier 

Sega 

Developer 

Sega 

Released 

Summer 

Genre 

Sports Sim 


WiHia Tennis 



Just in time for some strawberries and cream... 


T his game would lx? much more 
suitahiy tilled 'Virtually rcnnis’ 
because as you can see I mm 
looking at these shots, it oo/es 
realism, in ever) sense. It looks 
as if you could be watching \\ imhiedon 
or the US Open on television, f rom the 
extremely detailed players to well- 
animated line and net judges. Vlrtua 
I'ennis certaini) looLs the part. And let’s 
not forget to mention the shi*!^ numl)er 
of famous names you’ll find, including 
Spain’s C’arlos Moya, France’s Vedric 
Pioline, America’s Jim Courier and <»f 
course, our own Tim Henman. 


These pros have their rackets in 
the correct hands, they wear exactly 
the right style of clothing, they even 
have the exact same hair colour 
they should have. 

But it’s not just the cosmetic 
features that should make this 
title special: the game moves at 
60 frames per second and 
evcrvlhing runs smoothly and 
realistically with n(» sign ol any 
slow down. We can’t wait to 
gel our hands on this little 
beauty — and Just in time for 
W imbledon loo. 


FROM EXTREMELY DETAILED 
PLAYERS TO WELL-ANIMATED J 
LINE AND NET JUDGES, VIRTUA" 
TENNIS LOOKS THE PART 





I MARVEL VS CAPCOM 2 PROMISES 
TO RE MORE THAN INTENSE 
WHERE GAMEPLAY’S CONCERNED 


PutHstier Virgin Interactive DtveUper Capcom 

Released 03 2000 Genre Beat-’em-up 


S o here’s another one — and it 
doesn’t seem that long ago 
since we were reviewing the 
first Dreamcast Marvel Vs 
Capcom. It is the most 
enjoyable of all the 2D fighters (well, 
only some of us have that opinion) but 
what can it possibly have to offer second 
time around? Well, as far as vve know, 
not much else, other than a few' more 
characters and some attractive 
backgrounds. Extra fighters will include 
Jill V^alentine from Resident Evil 3, Dr 


Doom, Marrow. Hayato 
and a few others; bad 
news for .Mcgaman 
followers though, he’s 
been struck off the roster. 

However, it’s the 
speed of these 2D 
fighters that we all go for and Marvel Vs 
Capcom 2 promises to be more than 
intense where gameplay’s concerned. 

Word has it that to unlock all of 
the characters in the Japanese and 
US v'ersions, players have to take 


Capcom 2 


The legend of the 2D fighter goes on... 

their V^MUs to an arcade and 
download them all. Thankfully this 
won’t be the case for us, as we’ll 
have all the exclusive arcade 
characters included for our forty 
quid. Now it’s just a case of getting 
ourselves a review codv... 




Manrel vs 
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Reteased Summer 2000 


who are 

Silicon Dreams? 

Originally an in-house development team at 
US Gold and subsequently Eldos, Silicon 
Dreams were bought out by renowned 
industry figure Geoff Brown to become part 
of Geoff Brown Holdings. 

Since then, the company have worked 
on the two World League Soccer Games (the 
second of which was endorsed by a Mr M 
Owen) and UEFA Champions League. Also, 
they are currently putting the finishing 
touches to an update of the Champions 
League game, which is being published on 
PC and PlayStation. 




A I llu* linu' nl »*oin‘» lo pri’ss, \\i* 
loiinl Him* (lilK'rt nl 
I)i'i‘;iin('aNl lonlit* *;anu‘s llu* 
sliop slu*l\i's. r»oM(>in oi llu* 
pilt', llu* W.illnril ol tlu*iii it 
Mill likt*, is S<*j»a's \irliia SlrikiT, wliiili 
pirkril lip a nu*asl\ lour out oi U*n al tiu* 
slarl ol llu* M‘ar a staU* ol aliairs 
('ouliruu*tl l>\ llu* (l(*l>alt* in our inoulliK 
in.iiil>a« 4 . Ni*l it s llu* ollu*r luo that an* 
inon* iuU*n*sliii**. liolli L'l I A Sirikt*r aiul 
St*o;i Woi kl\^ iik* SiK t i*r JIMM) liaxt* llu*ir 
Mu rilsaiul pillalls. m*I liolli impn*sst*tl us 
i*uou^li lo Sion* rij^lil apit*i i*. 

rail loM* llu* l)n*anuasl as \\i* ilo. \m* 
i an'l lu lp I asiiuj* a jt aloiis t*M* oM*r lo 
IM.in Slalioii o\MU*rs. I raukK. ISS Pro 
I Aoliilioii Iroiu Konanii is llu* Ih*sI 
lootliall ^anu* ol all tiiiu* as lar as wi* n* 


A Word In Their Ear 

\ou Silii'on Dri ains an* a lrii*iuil\ 
hiiiu'li ol c haps, haivh an hour's ilriM* 
Iroin siinin liiriiun^hain, and \\lu*n 
\M* iiu*l llu*in lu*lori*, llu*\ \M*ri* 
pullin «4 llu* linishin^ toiu'lu*s lo the* 
lirsl oaiiu*. This linu*. \\i* ‘•rahhi*il llu* 
t*ar ol llu* *»aim*’s proihu*c*r. Mall 
iMoIIon. lo iiiul out lu»\\ llu*> \\i*ri* 
♦*i*llinj; on with llu* iu*n M*rsion, Sc*^.i 
\\orhiw iili* Soi'c rr I iiro 2000 I clition 
Iwhii h is a \\orkin*» lilh*). Ihil ihiuk 
ahoiil il iloosn'l llu* nauu* siniph 


WE HAVE OVER 50 NEW TEAMS, NEW 
PUYER MODELS, NEW Al AND LOGIC 
AND OVER 10 NEW EURO STADIUMS 


i'olu <*iiu*il. aiui \M* spi'iul <uir il.ixs aiul 
ni«;hls lutpin^lh.il llu* runioun*(l 
up<'oniin «4 I )rt*anu asl c’ouM*rsion is a 
n*alil\. \iul M*t whilst wrxr iM*i*n hiisx 
iloiii*; ih.il, Silit on Drr.inis haxc* lH*i*n 
husx lisU*uiu«; lo i ritu isiiis. l oiniu^ up 
with iu*\x itk'.is aiul ^ciirrallx lu*.ixi*rin^ 
.ixx.ix on an upilalt* lo Si'j^a Workhxitk* 
SiH’ffi 2000 in a hiil lo xxoo our 
loolhallin^ loxallirs hack lo llu* I H . 

\\ hie h is just ahoiil x\lu*n* xxt* sl.irl lo 
hit llu* point ol llu* arlii k*. 


1 'M 


\iul do xoii knoxx soinclhin<»? ^ 
I h* iloi*s. "All ol llu* li*ams in llu* 

‘•aim* iioxx haxt* iu*xx kil ik*sij»us aiul 
xxc* noxx haxi* six si*paraU* **auu‘ inoilcs. 

I nu*an, I rc'allx I'oiild «>oon...llu* Iron! 
i*iul has lu*c*n ri*xampi*tl and xxc* haxc* 
iu*xx stall* ol llu* art IM\ s and a xxitli* 
ran^i* ol iu*x\ kickin’ tunes. And xcs, I 
xxill ^o on...and ol coiirsi* all ol llu* 
sl.ilisiics will Ik* hroti^hl up lo dale. 








BECKHAM 

cn 


hint al a lexx chan}^i*s in the si.its? \re 
xxe siinplx ‘•ellin** .i i osmelic iipd.ile? 
\pp.irenllx not. 

" I heri*’s a m.issixe dillerence 
between \\ \\ S .mil llu* nexx I iiro 
I dilion", saxs the Iriendix Mr Mollox. 
"We now h.ixe oxi*r ^O ni*xx le.ims, 
ohxioiislx ini ludin«* .ill I iiro ipi.diliers. 
We .dso h.ixe eoinpleli*lx nexx pl.ixer 
moilels and lexltires. nexx \l .mil lo*»ie 
- and noxx xxilh oxer 10 nexx I tiro 
sixle st.ulinms. I l oiilil i*o on..."'. 



II Here's prtMl ol lust how up lo date WWS Euro is. Dave’s even sportmg lus new har cut! 
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coming 
next from 
Silicon 


Despite their 
footbailing pedigree, 
Siiicon Dreams’ next 
project wili leave the 
great game alone In 
favour of a drop of 
strategy. Originally 
entitled Warmonkeys, 
the new game is now 
entitled Dogs of War, 
and was recently 
snapped up by Take 2 
Interactive. Release is 
tentatively scheduled 
for later on in the year, 
and with a bit of luck 
we'll be taking a 
closer look at it in a 
future issue. 
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We asked Silicon Dreams to come up with their list of ways that the new 
game has improved over the original. And here it is... 


• Faster game play - speed of play has been increased, which gives the 
game a more fluid look and feel. 

• New game modes -* we have now created six specific football gaming modes 

• New ‘arcade* style player models ~ greater attention to detail has been 
paid to players’ features, build and kits, right down to hair styles 

• New and improved animations - extra motion capture and a great deal of 
time attributed to key framing animations all round 

• Choreography system ~ for example, we have Incorporated over 20 
different goal celebrations 

• Improved AJ and logic - now players will always look at the bail during 
the game 

• CPU team management - for example, if your team are 3-0 up, the CPU 
team will obviously have to come out and attack, hence their formation 
changes from defensive to all-out attack mode 




!|B[iP c«)in|Hii!it)ns. which 

llu-n iinlcK-ks nil the 
|l[ ^ sliiclin Ironi WW S JOOO. 

^()ll can iinliK'k all ot (he 
slailia Ironi 2(M)() when Non 
win one ol (he eonijHiilions". So lets 
^c*( (his straight — wc* ha\e lo hallie In 
win (lu‘ loiirnainenl jiisl so wt* can win a 
(rip (o I li^hiielil ikiaclr "i ley, it’s not all 
had though, yon can load up a j^ame 
against C o\enlr> ( ily in llieir home* 
onuind just (o out* ihc‘in a sound 
thrashing in ironi ol'llieir own crowd". 

I air poinl. well made*. 

leam-w ise, as you'd expeci (hu! 
don't alwaxs «»et), the teams will he 
han^ up lo date, taking into ace«)un( 
transl’ers (hat take place rij»ht up to 
the moment the oame »els sent oil to 
the duplicators. Molloy concedes 
(hat h\ the lime the thinj; hits the 
sliehes. Iiowexer, somelhinj» is Ixmnd 
to he out of dale, hut that's more 
down to the last niovinj; lile ol 
I'oothall as opposed to the lethargy ol 
the proj»ramminj» team in this 
particular case. 


stadia arc* more* Iim* a , i AW 

rc‘prc*sc*n(ation ol the* 

undc*rj;o tk*si»n chaiij’cs _ ^1 

ihroii^hoiil dc*\c*lopment to 
make* tlu*m totally siiitahlc* lor 
the *»amc*. I lu* (hinj» is, the c ountric*s 
where the tournamc*nt is lH*in<* h<*ld are 
not rc*nownc'd lor a lantaslic ally liuj'e 
arrax ol stadia, unlike* sax Italy or 
I n^iand. rhereldre, what we haxc 
pro>idc*d are stadia tliat xxill crc*ate a rc*al 
ehampionship ic‘c*l that will add to the* 
^amin^ e\|x*ric*nec*. At the end <»l the* day. 
the* puKliict will he jud^c*d in the main 
on its ‘•amc’play”. In otlu*r words. thc*x'\e 
usc*d a hit ol crc*ati\c* llcc*ncc*. Mind you. 
thc*x did that witli the lirst one as well, as 
amonost n\\ the classy stadia you ceiiild 
plax in, somc*onc* snc*akc*d in C ’oxcntrx 
C itx s home ground, "^ep, C’oxentrx 
City’s j»roiind is in tht*rc* lor the* I iiro 
I .dition. We all know nolMHiy cxer «cr*s 
there, hut one of our artists is a Coxentrx 
Citx sc*ason ticket holder — who x\as not 
j»i\c*n the jol) for the team he sup|M»rts, 
tliat's lor sure. lUit the only xxax you xxill 
Ik* ahle to play at C oxentrv is xx lien xou 


The Future 

\\ ith re<»ards lo luture support lor the 
l)rc*amcast. the tc*am seem c|uitc 
imprc*ssc*d hv the perlormance ol Sej*a’s 
hahy thus far. xxith Molloy commenting 
that "the Drc'amcasl has done 
considc*rahlx xxc*ll. At the c*nd ol the dax, 
Sc’c»a haxe a lc*ad on I’SX 2 — so the hall 
is still in their court as to hoxx siiccesslul 
they xxill he". And xxith that xerx' lhouj»ht 
in mind, xxhat arc the chances ol us 
sc‘ein<» a Sc*oa Worldxxide Soccer 2()()l 
later in the year? “I think it is safe lo sax 
that xxe xxill continue to supjKirl the 
l)rc*amcast as a dexelopmeiit house", the 
Silicon man comments, “I loxxoxer, the 
title ol luture products is still yet to he 
determined. At the end orihc day, 

Silicon Drc’ams is renoxxnc*d lor Its 
dc*xelopmt*nt ol l<M>thall <»ames — so 
xxatch this space". Indc*c*d. 


WE HAVE PROVIDED STADIA THAT 
WILL CREATE A CHAMPIONSHIP FEEL 
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The herding and corralling of animals is probably one of man’s oldest ‘industries’, 
practised throughout the ages. It’s only now, however, that this subject is to be 
turned into a game, released later this year, called Stampede. (The fact that 
computers are a recent invention may have something to do with it.) Derek dela 
Fuente, doing his best Rowdy Yates impersonation, went to developer 10 
Productions to find out about it. Let’s round 'em up and move ‘em out. 



Ping! 

The core concept behind Stampede 
(an idea that was initially thought 
up by the girlfriend of one of the 
programmers) was to come up with 
an original game, rather than a 
rehash of something else. One 
game mechanic suggested w'as that 
of herding, an idea quickly dismissed 
by those involved. Howexer, after 
pause for thought, lO decided that 
here was a concept that might have 
some merit and could possibly 
uork. The element of travelling 
from one place to another (inherent 
in many other games) is there, 
along with the added attraction or 
distraction of getting a group of 
other characters to that same place 
(in this instance, animals). The ne.xt 
stage took that game mechanic and 


wrapped it in with appropriate 
characters and storyline. There was 
an initial doubt regarding the 
games potential outside the home 
market but those fears were allayed 
when lO realised that herding is a 
known vocation in Europe, Africa, 
South .America and Australia - 
even the USA television audience 
for ‘One Man and His Dog is 
surprisingly large. 

Whistle While 
You Work 

The two main characters within 
the game are a farmer and his 
unnamed dog — w'ho’s really the 
senior partner of the duo. This role 
reversal occurs because the dog is 
used to influence the animal herd 
into moving in the right direction, 



io productions 

as well as stampeding them. Farmer 
Giles (not his name, but...) is used 
to interact with the landscape by 
opening gates, triggering lifts, 
opening up hidden areas and more. 
During the course of the game 
you’ll switch between these two 
characters to achieve your aim. 

The story, and your aim, is a 
simple one; the animals have been 
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placed in an alien en\ironment and 
it’s the job of our straw-chewing 
farmer and his sheepdog to round 
them up, in order to return them 
to their natural habitat. 

Think of herding and you'll 
\isualise farmyard animals like 
sheep, horses and cattle. Stampede 
only uses the sheep from that major 




Stampede, apart from having a comic iook and feel to 
it, will be populated by decidedly comical creatures 


category' and they’re used as an 
introduction. It could be said that 
the sheep, placed as they are in an 
en\ironment every'one recognises 
(the countryside) act as the training 
mode of the game, which will allow 
the player to familiarise themselves 
with the controls and objectives, 
whilst setting the scene. 

So, you’re all wondering what 
the other emironments are, and 
more importantly* what animals are 
involved. /Mthough Stampede is not 
due for another eight months, the 
plan so far is to have five locations 
and five animal types. The first of 
these has been mentioned, whilst 
the others arc intended to be a 
Pacific island overrun by ostriches; 
the wild west trampled on by 
elephants; icy wastes w ith giraffes 
and lastly an Egyptian setting, 
complete with penguins. Hang on! 
Penguins? Elephants? WTiat s going 
on? Yes, Stampnxle, apart from 
haring a comic look and feel to it, 
will be populated by decidedly 
comical creatures. Oh, how we’xtj 
all laughed at those black and white 


weh-footed flightless sea birds as 
they jump from the water and slide 
and waddle their way across the ice. 
The ostrich too, although being the 
largest existing bird, can only run in 
an amusing manner. The giraffe 
(the camelopard) being the tallest of 
animals, is a rision of fun on its 
spindly legs. ITie elephant — the 
gargantuan of India and /Vfrica — 
looks ungainly and cumbersome 
with its lumbering gait. Computer 
games aren't there to reflect real 
life; they’re there to be enjoyed and 
be used as a means of escapism, 
hence the inclusion of these 
animals as opposed to those one 
would normally expect. 

Despite the merits of the 
concept, a question asked early in 
development was how- to make a 
herding game interesting. Well, by 
including elements of racing, 
strategy and puzzles, that’s how'. 
Stampede won’t simply be about 
taking animals from A to B. 


within a time limit. Along the way, 
checkpoints will give you time 
bonuses depending on how many 
animals you have with you and 
how quickly you reach these 
checkpoints. At the very end of the 
game, the idea is to convert all the 
times to points. In effect, it’s a 
race against the clock. 


choice is to either let it go (and 
lose points) or chase after it, 
losing precious seconds. Losing a 
penguin when you’re herding a 
fair amount w'on’t really matter, 
but when you only have a single 
elephant spare, what do you do in 
the same situation? 


This element arises when you 
have to decide whether to herd as 
many animals as possible to the 
destination, or take the bare 
minimum in a quicker time. You 
may find that a penguin has 
wandered from the group so the 


Rather than a ’dip the octopus in 
the custard to gel the key’ type of 
puzzler, you’ll find Stampede is in 
the ‘press the sw itch’ categoiy; 
One simple puz^Jc to be included 
is on the Pacific Island level: after 
herding the ostriches onto a rock, 
your route is blocked by the open 


You’ll have to deliver a certain 
number of animals to the objective 



■ WatGii tlM gauge an ttw right o( your screen to find out when your animals wM run amoch.. 
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if they have been partaking in 
less than legal substances. 

I promised you an explanation 
of the stampeding aspect in the 
game, and here it is. llie sheepdog, 
unlike the Basenji, can bark at the 
animals (with your assistance), 
causing them to get agitated and 
move faster. W hen the stampede 
bar gets to the top the herd can 
stampede. This may get them to '' < 
run but it also means they’re harder 
to control. Moreoxer, it makes them 
virtually unstoppable, although you 


Woiryingly, some of the lO productions team 
found themselves chasing sheep in order to 
find out how they behaved in certain situations 



sea. Switch control to the farmer 
and he stands on a plate that 
lowers a giant hand, forming a 
bridge that allows you to cross. 

When creating any work of art 
— and games development can be 
put in that category — it has to be 
researched beforehand, so how was 
this achieved? Wbrr\ingly, some of 
the lO productions team found 
themselves chasing sheep in order 
to find out how they behaved in 
certain situations. The Sheepdog 
Association assisted in explaining 
how a sheepdog works but no one 
was brought in (despite many 
offers) to give advice on the actual 
herding, simply because Stampede 
is a game, not a simulation. Some 
artistic licence has been taken with 
regards the actual herding, in that 
each level will have dangers 
attached to it. The ice level, for 
example, will have a small polar 
bear throwing icicles at the herd, 
whilst a larger one rolls snowballs 
at them. Geysers throw the 
animals in the air, separating them 


VI :5 V 


from the others, giving you a 
strategy dilemma. Each of the five 
levels will have dangers indigenous 
to the environment. 

These lev el dangers will be joined 
by colour coded pick-ups that can 
take the form of either hindrance or 
assistance. Not only will the farmer 
and dog be able to catch time 
bonuses and speed abilities, but the 
herd will hav^e theirs too. The list is 
far from complete, but at present, 
stampede (run for your life), spring)' 
legs (a case of acting like kangaroos), 
heartbeat (show affection to the 
farmer) and helium (blow up and 
float along) are some of the pick-ups 
that will get your herd acting as 


can use this to your advantage in 
some instances. You’ll havT to learn 
to use your stampede ability wisely. 

Stampede has now been in 
dev'elopment for over a year and is 
slated for a Christmas release. The 
50 levels of Stampede cannot be 
pigeonholed into a particular 
genre, which is where lO believ'es 
its strength lies: its originality. The 
company can see their game 
appealing to a wide spectrum of 
people, especially those who don’t 
buy that many games, because it’s 
different to the standard fare 
already out there. This originality is 
also the reason why the game has 
remained hidden — until now. 


team talk 


Although Stampede is this team's first 
joint venture, the individual members 
do have a wealth of experience in game 
development. Lawnmower Man, Swiv, 
Giant Killers, Spirit of Speed 1937 and 
Carmaggedon are just a sample of the 
titles involving their talents. 

This is what Managing Director, 
John Chasey had to say about 
Stampede: “We've designed a game 
that will captivate any games player 
and already we have heard there is a 
big groundswell of people talking about 
this game and only a tew have seen it". 
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Yes, that’s right folks, we’ve got 1000 pounds 
worth of Interact’s best peripherals on offer to 
split between 10 lucky winners. For those of 
you struggling with the maths, that’s 100 quid 
■ of goodies each. We’ve got steering wheels, 

\ control pads, arcade sticks, guns and leads all 
\ up for grabs, so get pen to paper for our 
”• I challenge and it could all be yours. .. 

/ HawDltallBage, snauMgaucnaasBtaaeeefint, 

m istBtBllBsdBBSBiaBBaiBfasasgBBEaatttBB 
ttiB bbeH BfapasiGBiB) mug gau sUaulB Be aae af 
aafiealaeHguflaaeis. irsassiaipieasnat. 




Please saaB gear reasaa 
fgf aiiaalag aa me aaaH 
BfapastBamtatge 
feiiBiuiagaaafessag 
gpniian 

rm a Lucky Competition Winner, 
DreamcastMonttiiy Magazine, 
Quay Magazine Publishing, 

5 Winchester Place, North Road, 
Poole, Dorset BH151NX 
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When Norwich is mentioned, you instantly think ‘Sale of the Century’ and that they 
once had a decent football team. Derek dela Fuente found out there’s something 
special brewing in what some might see as a less than glamourous part of the country. 







May 2000 dreatmast monthly 





















































































'I umour has it that Promettiean are developing 
M somehottitles... Now the fact is, most 
^ I developers have got self-promotion down to a 
fine art, so our expectations were not great - 
who were these guys anyway? However, after delving a little 
deeper, we were impressed with the endless list of 
conversions they have done on major titles. Of course, the 
real glory comes from creating original games and at 
present the team is putting the final touches to four original 
titles, which are now their prime focus. First to be released, 
via Interplay, will be Renegade Racers, followed by Hydro 
Sprint and Picassio (more about the final game next issue). 

Walking away from the office after seeing their titles, 
we were stunned, no, shocked at the quality of their 
products, their tedmiral expertise and the originality of 
their games. You have been warned - here is a developer 
about to cause a mini shockwave on the gaming scene. 
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Renegade Racers - 


Released May 2000 


B 1 enegade Racers (RR) was 
m I made at the bequest of 
Interplay. The publisher 
was looking for a racing game 
with a bit of a difference and 
commissioned the team to come up 
uith the goods on a number of 
platforms. The Dreamcast is the last 


\ersion to be coded, with some little 
extra touches that will please all 
game fans. The Producer, John 
Ellerby, explained: “VVe got a two- 
page storv' outline from Interplay 
and from that we produced game 
and scenario outlines. Most of the 
way through. Interplay had a strong 


modules 


Promethean's work is module based, so 
in Picassio, for example, they can 
attach their boat module so you can 
add a boat sequence to the game. At 
present they're working on a number of 
these modules, so that within any game 
you can have sections that are full¬ 
blown sub-games, comparable to any 
single stand-alone game. 


II Though It's also out on the PC, RR isn't a 
direct port Transparent water effects are 
Just the beginning... 


influence on the direction of the 
game and we used our ex|Dertise to 
ensure they got a game with 
character and above all, play’abiliw". 

RR has touches of many games. 
It has the cutesy look and feel of 
Mario Kart, alongside the speed 
and physics of other racing games 
that we all love to play, hut its main 
focus is that most of the game is on 
water. Promethean has written a 
number of titles on water, so their 
skill is second to none when it 
comes to creating the right look 
and feel in w hat is seen as a 
difficult emironment. Most water- 
based games are slow, sluggish or 
unmanageable but RR suffers none 
of these problems. Although arcade 
focused, real physics and a bucket 
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load of in\ enti\'e ideas have gone 
into the making of the game to 
produce a very stylish product. 


The Game 

The setting to the game revolves 
around 12 characters, (six you can 
choose initially, whilst the other six 
are unlocked as you play), that have 
achiexed a great deal of success 
and have come to a stage in their 
lives w here they’re looking for a 
new challenge. Collectively they 
call themselves Renegades. Buck 
Billionaire, an apt name for a man 
with his wealth, calls this motley 
crew of interesting and varied 
characters together to participate in 
a series of races to see w ho is the 
supreme Renegade by overcoming 
some of the trickiest and most 
inventive settings you 
could imagine. 

As you would expect, 
this is a rebel rousing 
racing game and each 
character has their 


own attributes, along with weapons. 
.Although the racing vehicles look 
different, it’s the characters in them 
that give them differing handling. 
For instance, one character will 
make the vehicles faster but the 
handling will be difficult w hen 
cornering, making it necessaix' to 
slide into turns when you’re racing 
around the track. The handling 
characteristics of each of the craft 
are really discernible, so testing 
them is great fun. Renegade Racers 
also has all the customarv' features, 
with multiple pick-ups that include 


some great weapons, shields and 
turbos. Thrills, spills and mayhem 
are not an understatement here! 

There are three game modes: 
Quick Race, w here one of two 
players can play head to head 
against each other; High Score 
Race, where vou can select a 


course and go for a top score and 
have to pick up a number of items 
associated with the tracks, and 
Part)^ Time, when up to eight 
players can race. Topping that, 
there are eight race modes, which 
in eflect offer different objectives. 
Whatever option you choose, be 


we used our expertise to ensure 
they got a game with character 
and above all, playability 


I Extra excitsment comes from al angles, Hiciuding the scenery. Better floor It. 


prepared for some high octane 
action around some scenic courses 
that include dazzling graphical sets 
from ^America, England, Japan, 
Russia and Egypt — watch out for 
some familiar landmarks too. 

If all this sounds like most other 
racing games, then you’re correct 
but it’s the extra little touches — 
the detailed 3D environments, the 
great use of lighting and all those 
special in game effects — that will 
keep you enthralled here. 

Renegade Racers’ mix of instant 
playability with a great learning cune 
is the hook to the game. Learning 
about the weapons and ensuring you 
don’t run out of time is essential — 
you could pick up a number of 
mines and only have a limited time 
to place them, but the more mines 
you get the bigger the explosion. 
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had some changes made for the 
Dreamcast version, with controls 
and lighting effects being the two 
that stand out. “Trying to push the 
Dreamcast was never a concern. 
VVe wanted to write a game that 
looked good and played well. The 
fact weVe not had to cut any of 
the high end PC features down on 
the DC means weVe throwing 


around lots of polygons and a lot 
is going on onscreen. There is a 
transparent water effect in the 
game and that was not included in 
the PC version. By the same 
token, this is not a straight port, as 
weVe ensured Dreamcast owners 
are getting a racing game that has 
a look and feel unlike any other 
game on the machine”. 


New Ideas 

John Ellerby again: “Racing games 
are top of the pile at present but we 
must ensure we are presenting new 
ideas. Adding in little mini games 
will ensure people will want to keep 
placing, not only to complete the 
challenge but also to see w hat new 
and interesting events may crop 
up later in the game. ‘Drop 
Zone’ is a game mode where 
you will fly off ramps, aim 
your craft at targets and get 
points, but it isn’t always 
about getting the most 
points or finishing first, it 
dej>ends on where in the game 
you are. It all becomes e\1dent 
when you’re pla\1ng but this 
little twist in the game offers 
something fresh”. 

Overview 

RR is fun-on-water with an 
endearing look, with variet>' 
being top of the priority list. 


Each location has a strong ambient 
feel and all the circuits are open, so 
you can move around in a \'ast area. 
Lots of games use the word ‘arcade’ 
loosely, but not RR — lots of skill is 
required and the challenges offered 
are tough, but ones you will want to 
master. It’s all topped off with 
some great music, in-game 
interaction and cut 
scenes that give a unique 
cartoon-style look. RR is 
a game where you'll see 
something new each 
time you play. 


Technical 

The game, which is already 
released on the PC and 
PlayStation, has 


Renegade Racers is fun-on-water 
with an endearing look, with 
variety being top of the priority list 













lots of action and it's one where if I divulge 
too much of the scenario, it will spoil the 
game. I will say that there are lots of 
locations and there are so many twists, turns 
and 'red herrings’ that the player will be 
constantly kept on their toes. When you think 
the game is finished or a task completed, you 
will find it has only just begun. The game is 
not linear and there are a few routes and 
ways to accomplish each task. We are trying 
to create a game that a large user base will 
enjoy on a number of formats and a 'cat 
burglar’ game is one that many will accept. 
We know it is about a thief, but people don’t 
see James Bond as a bad guy. The puzzles will 
not be cryptic and outrageous but ones that 
the player will be able to understand. There 
will alvrays be the dilemma that if you have to 
find a key, how long do you search for it, with 
the danger of your adversary getting it before 
you? The ironic facet of this is that you can 
actually steal from the other cat burglar in 
the game! Immobilising your opponents is 
essential in achieving each mission”. 


Views To A Thrill 

Picassio offers multi-viewpoint gaming, with 
limited but compelling interaction. When the 
player sees someone coming, by using the 
cameras he can deploy a trap he previously 
set in another room. New 30 sound routines 
also play a pivotal role in Picassio, because it 
allows the player to know when opponents are 
approaching. In addition to this, Picassio 
adds a digitai sound indicator to the cat 
burglar’s gadgets, as knowing where a sound 
is coming from can make or break the 
mission. Sound is crucial to the game for 
learning when best to run and when to sneak. 




Picassio - 

Released first quarter 2001 


Inventive 

As you're striving to achieve the same 
objective as your rival, you're scored on the 
deployment of your traps and how you deter, 
detract or attract people from or to specific 
areas, right down to the ^sneakability' of your 
character. A newspaper section will also 
appear throughout the game, giving the user 
valuable information, or telling the world 
about a painting that has been stolen. "The 
game is full of puzzles, an intriguing plot and 




water engine 


Having written seven games on water, 
Promethean are familiar with all the 
physics that occur when you place 
objects on this surface. They work on 
the principle of using real physics and 
then tapering them down so that 
gameplay is paramount. If you were to 
use real physics, then you would have 
an unplayable game. They adjust the 
motion that you would get riding a boat 
on water. In effect, it lessens the 
impact but still keeps the right motions 
and feel. Hydro Sprint is a case where 
Promethean worked to get a good 
balance of realism and arcade gaming 
without losing the feeling of moving on 
water - it's a fine balance. They have 
an engine that replicates water and 
this is invaluable to them. It has been 
worked on for a number of years and 
gives a real lead over other developers. 


Picassio is a game Promethean is putting a 
lot of time and effort into. Here we have a 
title that not only pushes technology, but 
also has a strong storyline and gameplay 
elements. Trying to achieve both is a tough 
task, but from what is already up and running, 
Picassio looks like an intriguing title. 

There’s a buzz going around the gaming 
community. Some have described the non¬ 
violent Picassio as Half-Life meets Golden 
Eye. Russell Ritchie, MD, explains: "We 
were not the people who gave It that tag 
but I'm not going to disagree. Yes, there is 
violence but there's also action. I would 
describe it as a 'sneak-’em-up'. The game’s 
designed to make the player feel scared 
and apprehensive when they’re walking 
down a corridor - believe me, it will 
happen. Picassio takes bits from many 
games, even Spy vs Spy, where they used to 
lay a trap and wait to destroy their prey”. 


Scene Setting 

The story revolves around two business 
tycoons who are constantly boasting about 
their exquisite and outrageously valuable art 
collections. The men cannot agree whose is 
the most ostentatious, so they vow to out-do 
each other in obtaining the world's greatest 
collection of art objects. The player assumes 
the role of a contract cat burglar, who is 
commissioned by one of the tycoons to 
outsmart his rival ^ Q|^j|j||ing 12 of the 
most expensive pieces m art in the world. As 
well a$ having a central plof, each indlfidual 
missiOQ - all in differeBt locations or 
Imittiii - tniriirpior «niib4Miim7TlK pM 
and sub-plots are crucial to Picassio, 
making the game more compelling and 
enticing the player to strive for success. 

Picassio combines a lot of game genres 
to create a unique presentation. It's the 
very strong graphics, with lighting effects 
and detailed 30 environments, that quickly 
Immerse you in the game. The character 
you assume is one of the largest, most 
fluidly animated forms you will have seen 
in a game, but It is the detail of the skin 
tone and facial expressions that gives the 
game its unbelievable ambience. 














Hydro 
Sprint - 

Released August 2000 

Hydro Sprint is, in the words 
of the team, “Grand Turismo 
on water!*" 

The objccti\c from the start was 
to ensure that the game had the 
same x ariety, look, polish and ap|>eal 
of GT. Hydro Sprint is already 
looking Far better than the 
aforementioned car game, merely 
because on vx ater >ou can add lots 
more \ariables and e\en have more 
power, ^bu ha\e an option to 
change the \ariables of the water, 
adding tidal effects and a strong 
current, which is more than you 
can do on tarmac. Okay, you can 
rough up a road surface but on 
water xou can start to use real 
physics, and interact with scenerx 
more within the game and exen add 
objects as part of the experience. 

I n eflcHTt x ou can create a more 


challenging game on 
xxater than on the 
road - hut it’s getting the gameplax 
and challenge right that's essential. 

Moxnng On 

Russell Ritchie, Promethean MD, 
commented: “Hax ing xxritten games 
such as Poxverhoat Racing, and a 
number of other titles, xxe see this 
as the first in a series of extreme 
racing games, using cutting edge 
routines, physics and AI. Up until 
recently exen PCs didn’t haxe the 
processing poxxer to really cope 
xvith a game on xxater. Noxx, xvith 
high-end PCs, the Oreamcast and 
PlayStation 2, xxe can throxx 


around loads of polygons, have 
lots of action on the screen, haxe 
endless special efiects and the 
processor can cope. Prex iously 
you had a xxater game dexoid of 


you have an option to change the 
variables of the water, adding tidal 
effects and a strong current 


I Prometliean have good expeHence in water-based games, so we expect tMs to be something special. 
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detail, landscapes, or people. With 
Hydro Sprint you have powerful 
boats, xxater xvith special lighting 
effects, people milling around the 
edges of the circuits and lots of 
background animation. With 
nexxer consoles you xvill see more 
and more xxater-based games. As 
of yet, I haxen’t seen any xxater- 
based game xvith realistic boats or 
xxater physics”. 

What’s It About? 

Hydro Sprint is a hard-core pure 
racing game of progression. 
There are numerous circuits, 
and the AI makes the game 
harder hut you’ll get more 
poxverful, faster boats. All 
the courses are 
essentially xery 
different, xvith 
lots of x arietx. 


txvists, turns, ramps and all 
number of other obstacles to 
manoeuvre around. Racing on 
xxater may seem boring but xvith 
the xxater spray, the other boats 
chopping up the xxater and the 
exer changing backdrops, the 
challenge is as good as any land- 
based racer and visually far 
more interesting. 

Of course, there’ll he multiple 
xehicle txpes axailahle (ranging 
from Jet skis to catamarans) hut 
there xx ill he an emphasis on 
poxverboats. Phen there are oxer 60 
different races, culminating in the 
Ultimate World Championship. 

Phis may sound complex, but 
instant playability for gamers of all 
ages is one of Hydro Sprint’s selling 
points, xvith lexels of difficulty from 
beginner to e\|H*rt. W ith a full 3D 
xvorld to explore, xx ith themed race 
enxironments from around the 
xxorld, the experience is total. 

Controls and camera xiexxs are 
xxell executed, and xvith around 
three months xxorth of dexelopment 
time to go, a fexv more extras xxill 
also he added. 



















straight Talking With Russell Ritchie - MD 


ideas to ensure a game works well on a 
format and It fits into the market. We 
believe we can compete with any other 
developer and we’re focusing on having 
a nice selection of titles to please all 
gamers. Picassio is just the start of a 
series of games that will revolve around 
the first and third person adventure 
genre. Hydro Sprint will be forged as 
the water-based Gran Turismo. We shall 
continue to evolve and improve on our 


V ¥ H hat does Promethean 
m do best? 

‘'We're working on all 
formats and we have a very 
experienced team of people here. 

Working as a conversion company for 
such a long time and converting some of 
the biggest games around, we’ve always 
needed to be at the forefront of 
technology. A conversion company is the 
first to really understand new formats. 
We’re at a stage where we understand 
what technology is about and the 
progression on the many formats that 
have appeared. We can now take for 
granted the technology side, so we can 
now focus on creating new games and 
ideas. We’re geared to original ideas and 
concepts. Over the next year you’ll see us 
expanding our team, which is currently 
27 strong, to around 50.’’ 


What formats are you 
looking towards? 

“All of them. We hope the Dreamcast will 
be able to compete with PlayStation 2, X 
Box and Dolphin. We’re even working on 
Gameboy and, of course, the PC. The PC 
is the most diverse of all the platforms 
so we have a dedicated team. Our 
advanced development system allows us 
to share code. We have a system called 
GDK and this kit, which Is modular 
based, ensures we can cross develop on 
all formats. This doesn’t mean we’ll port 
a game over and leave It as it is. We can 
move the basic code from, say, the PC to 
PlayStation or Dreamcast, then focus on 
the attributes of the machine and add 
the final touches from what the machine 
does best. GDK is a very powerful 
program, one that we have built on for 
many years working as a conversion 
company. It lets us concentrate on 
getting the best from all formats. It also 
allows us to code a game fast, without 
any loss in quality”. 


we can take for granted the 
technology side, so we can focus 
on creating new games and ideas 


With so many exciting games 
coming from your company, why 
have you been so quiet for 
many years? 

“Concentrating on conversion is always 
looked upon as a less glamourous form of 
development, whereas you really require more 
expertiee than most. We’ve also kept a low 
profile until we had items to see. Anyone can 
talk about a good game but actually having 
code running, which Is more than technology 
demos, proves we mean business. Picassio 
will soon change that and already we’re being 
inundated with requests to see the game. 
This has been done via the grapevine, 
so we’re building a reputation from 
ttems that people saw a long time 
ago. What we’re now showing 
j proves our pedigree”. 


What are your 
thoughts on the 
Dreamcast? 

“It’s a cool machine and 
Renegade Racers shows It 
off well. The game 
controls work well, the 
graphics are excellent 
and we have been able to 
maintain a high frame 
rate so the game is 
absolutely fluid. I know 
publishers and 
developers have a good 
list of titles until the 
end of the year and then 
we shall have to see”. 


water technology and boat physics, as 
we have already made a name for 
ourselves in this area. We are also In 
the process of creating a totally new 
and radical game. 

Most developers have a look and 
feel about their games but we’re trying 
to ensure that this doesn’t happen with 
ours - each game should have its own 
unique qualities. We are all hard-core 
gamers and so getting it right is 
important. We try to stay ahead. For^^^ 
instance, we’re working with Intel and | 
are the first to do things such as multi 
monitor support with Matrox. Coupled 
with some of the best lighting modules 
seen in the industry, it’s real proof that 
we are going in the right direction.” 


What is the 
Promethean 
philosophy? 
“We’re always 
looking for new 
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THE NEXT Bie THING 


16 CITY-SPANNING MISSIONS, CAR CRUSHING. ENVIRONMENTAL INTERACTIO 
RAGING 30 GRAPHICS ANO SOUND, RATTLE READY MULTIPLAY MODES 
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CARRIER 


The latest horror/adventure title to come to the Drcamcast. C 
it hold its own against Code: Veronica? 


Finally, another game to make use of Sega’s ultra accurate gun 
hut isn’t Virtua Cop 2 a little old-hat? t 


In a hid to topple the mother of all fighting games 
Dead or Alive 2 — but has it got the legs? 
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Planet of the Apes 

VERY UTTLE IS CURRENTLY KNOWN ABOUT FOX 
NfTBIACTIVE’S TRIBUTE TO WHAT IS ARGUABLY 
THE GREATEST SCIENCE FICTION SERIES THIS 
CENTURY. OTHER THAN IT INILL BE A THNID- 
PERSON ADVENTURE GAME OF EPIC 
PROPORTIONS. WE SHOULD BE BRINGING YOU 
MORE IN THE COMING MONTHS, BUT WHY NOT 
BUY THE FILM BOX-SH WHILE YOU'RE WAITING? 


THE CINEMATIC INTRODUCTION SEQUENCE IS ACCOMPANIED BY THE SOUNDS OF DAVID BOWIE AND 
REEVES GABRELS. THE CREDITS ROU AS THE CITY OF OMIKRON IS INTRODUCED AND THE FEEUNG 
THAT YOU'RE PLAYING SOMETHING OF BLOCKBUSTER MOVIE PROPORTIONS REALLY HITS HOME. 


Peripherals 


AS IS USUALLY THE CASE WITH GAMES OF 
THIS NATURE. ALL YOU NEED TO EXPLORE 
THE FUTURISTIC CITY OF OMIKRON IS 
YOUR TRUSTY JOYPAD AND VMU. MARE 
SURE YOU'VE ENOUGH FREE BLOCKS 
THOUGH - CHECK THE VMU SECTION 
FOR MORE INFO... 



Soul Reaver, Tomb Raider 4 and now The Nomad Soul - will the third of Eidos’ illustrious 
series score them a well-earned hat-trick of the greatest action/adventure games of 2000? 































storyboard: the city of omikron 


At this time, humanity is stagnating in a 
sort of iethargy. Having reached an 
advanced ievei of technoiogy, people have 
begun to live mindlessly and to fall 
progressively into a state of opulent 
decadence. In Omikron, where the 
adventure takes place, the population was 
concerned only with living a good life, and 
thus turned a blind eye to the secret plot 
that was unfolding in the bowels of the city. 

From the strange Legatee Angus 
Reshev, plenipotentiary of a totalitarian 
government, to Tolric Graem, High Priest 
of the mysterious religion of the Green 
Book, and Cliff Humboldt, chief of a 
private police force using every possible 
method to track the movements and 
activities of the citizens, everyone seems 
to be pursuing some obscure goal. 

The Trusts play an essential role in the 
life of the city. Long standing rivals Tetra 
Inc. and Khonsu Ltd. are waging a 
merciless war against one another for a 
commercial monopoly, despite the fact 
that no one really knows who is behind 
them or what they stand for. They have 
become so strong that not even the law 
can touch them. 

They are also in charge of organising 
retreats on the far planet of Euralys. Due to 
overpopulation, every individual over the 
age of 40 is required to leave Phaenon and 
go into retirement on Euralys. But who 
knows what really becomes of these 
people? Are they really on this paradise 
planet? And if so, why hasn't anyone ever 
heard from a friend or relative who has left? 

While in the disturbing city of Omikron, 
people continue to live a good, worry-free 
life, underneath IX’s palace, Astaroth, the 
Prince of Darkness, pursues his evil work. 
In order to continue gathering more and 
more souls, Thagout, the most malicious of 
all demons, was named general of the 
Infernal Legions. Soon his master will have 
recovered his former power... 



I David Bowie make a special guest appearance... 





m NOMAD SOUL 



PiMstier 

Eldos Interactive 

Developer Quantic Dream 

Origin 

UK 

Genre Action/Adventure 

Avalabie 

Out Now 

Playera 1 

Price 

£39.99 

Contact 0181 6363000 



W hen a game 
boasts three 
entirely clilTerent 
genres arranged 
together as one, it's 
always a worry that game designers and 
programmers are spreading themselves too 
thinly, and pushing the hardware too Far, to 
create a halF-decent representation oF any of 
them. W hen the game in question also boasts 
big names like David Bow ie. I man and Reex es 
Gabrels (well, Reexes is big in the music xxorld) 


There’s an endless stipplx oF 
souls to be had From across the 
xoid and he dex ises a trick to Fool 
people into xenturing across the 
breach — and that's xx here you come in. 
/\s the game o|^ns you’re met by Kiix’l, an 
Omikron oFFicer, xxho asks you to help his xxorld 
bx first transferring xour soul into his bexly. The 
onlx adxice he gixes you as you cross the dixide 
betxxeen the txxo xxorlds is to xisit his apartment 
to begin your inxestigation. BeFore you exen get 
the chance to ask w hat inxestigation?’ your trip 


II IT SEEMS LIKE THERE IS NO END TO THE 
II NOMAD SOUL’S QUEST FOR INNOVATION 


you’xe also got to xxonder iF the dexelopers and 
publishers haxe enough money left in the kitty 
to knock together a game at all. 

It seems like there is no end to The Nomad 
Soul’s quest For innoxation and the use oF huge 
genre cross-oxers and a star-studded cast is 
just the beginning. Other amazing innoxations 
include actual real-time Facial motion capture 
routines (it looks exen better than it sounds), a 
complete 'x irtual album' xvritlen and performed 
by Boxvie, Ciabrels and (iail Ann Dorsey and 
the birth oF a nexx txxist on the adxenture genre: 
X'irtual Reincarnation. 


In The Beginning 


rhe Nomad Soul is set on the inhospitable 
planet of Phaenon. Incapable oF supporting liFc 
the planet has Fixe huge cities, each beneath 
gigantic crxstal domes. These futuristic 
cities house the entire population oF 
Phaenon, including a demonic spirit 
knoxxn as Astaroth, xvho until recently \ 
has been King trapped deep in the 
heart of the planet, lb regain his Full w 
strength and conquer the xxorld (and * 
probably later the unixerse, as they 
do) he needs to collect the souls of ■ 
humanoids — and that’s xvhere a link to ■ 
a parallel unixerse (that’s ours) 


comes in. 





Tur NQMAP fiom 

virtual concert 

As well as playing the part of the legendary 
'Rider' Boz in The Nomad Soul, David Bowie 
also appears in the game as the lead singer of 
a band called The Dreamers. Leaving the game 
alone at the start screen will eventually 
prompt excerpts from their Virtual Album, 
which appears throughout the game proper. 

It’s possible to pick up a flier early on in the 
game, advertising a gig they play in a bar in 
Omikron. Pay it a visit to see more - the 
sounds have a good groove and Bowie's dance 
moves are truly inspired (by Mick Jagger by all 
accounts!). It increases the edge of reality to 
see this through your adventure, as well as 
providing an excellent excursion. 
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genre bending: fighting 

There are few adventure games around that can boast an integrated 30 fighting engine. The Nomad Soul has one 
however, and for the best part it's damn good too. While visiting Kay’I's apartment for the first time you’ll come 
across a virtual training centre tucked away though a back door. Boot it up and practise your fighting moves, 
combos and special attacks against a virtual opponent. Practising your fighting technique works to make you a 
more competent adversary but it also increases a number of values, including strength, agility, experience, 
resistance and even mana. Each character you control through the game has their own set of values that you 
can boost through training and fighting alike. Work hard and you'll kick ass - it's vital for progress through the 
game and you even get the chance to fight in an underworld fighting tournament for big bucks. It’s not perfect, 
however (well it’s not gonna be Soul Calibur is It?!) and controlling your moves and learning combos is tricky 
almost to the point of infuriation, but stick with it and you’ll see it comes good in the end. 


Betsy 

Profession 

Journalist, The Omikron Guardian. 

Skills 

‘jigh intelligence to good 
purpose, dealing with a hard-bargaining 
shopkeeper or managing a skilful seduction. 

agile and flexible. 

Characteristics 

Adept at squeezing out of, and into, tight 
situations, Betsy is always to be found where 
‘; is. Her nose for a good story 
and her exhaustive research make her 
extremely knowledgeable on many subjects. 


I THERE’S NO NEED TO WANDER AIMLESSLY, 
HOPING AND PRAYING YOU'LL STUMBLE 
ACROSS YOUR NEXT CHALLENGE 


Syao 

Profession 

Jewel Thief. 


Skiiis 

Syao is respected among thieves, is fast, 

.^ tnt and agile. She is classified 

“Most Wanted" by the Security Forces. 

Characteristics 

Syao lives amongst the rooftops of Anekbah 
the night like a cat 
through the shadovirs. Syao has no known 
allegiances. It is said she once managed to 
steal the fabled ’Jewel of Phaenon’ from 
under the nose of Legatee Reshev himself! 


.^v 


across the breach is 
complete. Next, your 
character is ra\agecl by 
some kind of demonic 
creature, w ho attempts 
to suck your soul 
through your face — 
before being rudely interrupted by 
an ED-209 st)le police robot, who later advises 
you to go home and recoup. 

By now you may be wondering what the 
hell that was all about and, indeed, what the 
hell is going on, but it’s all part of one of the 
most intricate, interesting and intelligent plots 
an adventure game could wish to pro\ ide. Now 
you have control of a stranger’s body, on an 
alien planet, and it’s entirely up to you what 
you do with it. 


B Yoii'l come into contact with a lot of woiriHookIng characters... 


The back street you were atUicked in leads out 
to the cit\ proper and >'ou soon realise you ma) 
ha\ e a few problems finding your feet, lei alone 
your apartment. At this point a motion picture 
style introduction sequence kicks in, leading you 
on a llc'eting tour of Omikron, accompanied by 
the sounds of Bowie and Co., while the credits 
role and the atmosphere increases in density to 
Blade Bunner-like proportions. Once control has 
been regained and you take a look around the 
streets of Omikron for the first time, you realise 
how much time and elTort has gone into the 
layout of the streets, the designs of the buildings, 
the futuristic craft sliding along the roads and the 
|x?ople milling around going about their daily 

THE NOMAD SQUl 


down of a few characters 
you control on your epic adventure as The 
Nomad Soul... 


Kay’l 

Profession 

Investigating Agent for the Omikron 
Security Forces. 

Skills 

As a member of the Security Forces, Kay’i 
is very skiiled at hand to hand combat and 
using standard issue weaponry. He has free 
access to the Security Centre and is 
arms. 


Characteristics 

Kay’l lives in Anekbah with his wife, Telis. 
He and his partner Den have an almost 
perfect arrest record. 


around omikron: 
jaunpur 

Jaunpur is a residential area that houses 
the “middle-class" in a labyrinth of tiny 
streets surrounding the Yeshu Temple. Most 
buildings have no symmetry and they often 
take on bizarre shapes. The entire zone is 
built over ancient catacombs, and death, 
black magic and tenebrous powers are 
always lying just beneath the surface. 
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AN EXCELLENT 
ADVENTURE THAT 
HAS FEW FAULTS 




business, just as you’re goinj» about yours. ITiat’s 
one of the first really great things to hit you about 
The Nomad Soul — the game doesn’t seem to 
re\ oh c around the pla\ er, as if e\ ervthing v\ ould 
be the same \\ hether you were there or not. .As 
huge, blimp-si/e craft slow ly fly by oxerhead and 
signs lead to su[X*rmarkets and book stores, it’s 
clear that the cit>' of Omikron is not Just an artist’s 
impression of a futuristic city in a parallel 
universe, hut a fully functioning x irtual city, full of 
the sort of character and functionality you’d 
p>ossibly expect from cities of the future. 



Sneaking Around 


Unlike other action/adventure games like 
Tomb Raider, Soul Reaver and Shadow Man, 

-Ilg NOMAD SOUL 
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around omikron: qalisar 

Qalisar is the self-styled red-light district of 
Omikron, rising from its lower class murk in 
an explosion of gaudy lights and questionable 
morality. The player may find himself here 
more than once, whether it’s to follow up an 
investigation or just to satisfy the pure 
vicarious lure of his desires - dirty boy. 


there’s no need to 
wander aimlessly, hoping 
and praying you’ll stumble 
across your next challenge or 
cut-scene. The Nomad Soul is completely 
non-linear, yet your path is kept clear and 
focused, thanks to the tiny computer 
interface on your forearm, called the Sneak, 
and excellent plot development that keeps 
gameplay and story knitted tightly together 
throughout. The Sneak unit performs a wide 
range of tasks within the game world and 
provides you with information and clues that 
can help you progress. Its most common use, 
however, is for storing inventor)' items, like 
keys (to Kay’I’s apartment for a start) or 
medical supplies. Items can be examined, 
used and even combined to create new items. 
A good example of this comes early in the 
game, when you must gain access to your 
superior’s Police Badge so you can view 
classified papers out of your Jurisdiction. 



■ You CM Hteraly see straight through this guy! 


Boz was the most famous pirate on the 
Multipian. He knew the network by heart and 
got a sly pleasure from foiling IX's attempts 
to identify him. All those In Omikron who 
have touched a Multiplan terminal, even if 
only once, know who Boz is. His courage, 
freedom and audacity were always an 
example for all pirates, until one night when 
his world turned upside down... 

While Boz was working on his computer, 
destroying some business programs in the 
Trusts’ computers, a demon broke into his 
apartment and leapt upon him. The struggle 
was short. The incubus played with Boz like 
a cat toys with a mouse before killing it. 

Boz fell to the ground. He who had never 
believed in demons before now felt his 
mouth opening in order for the demon to 
suck out the light of his soul. He knew that 
if he didn’t act quickly, he would stay in 
hell forever. 

As usual, pure luck gave him a final 
chance. A neighbour who had heard the 
struggle came to see what the noise was 
about. Just as he walked in the room, the 
demon turned to look, giving Boz time to 
move away. The demon jumped upon the 
neighbour and devoured his brain. When he 
had finished, he turned back to Boz's soul, 
now floating in a corner of the room. His 
battered body was lying in pieces on the 
floor. “I’ve only got one chance!” Boz 
realised. Before the demon had a chance to 
understand, Boz slipped into the terminal’s 
Transmaterialization compartment and was 
sucked in by the network, or rather, into the 
network, where he has become Boz, the 
virtual being. 

He can never come back. From that point 
on he could move around at will among the 
various stations of the network, in the printed 
circuits of terminals, between the lines of 
programming code. He got access to all 
information, all reports, all secrets. Distance 
and time no longer meant anything to him, he 
became “the Rider”. Yet his life was not made 
any easier as a result. The demons would not 
give up trying to capture his soul and shortly 
thereafter, Astaroth unleashed virtual demons 
to hunt down Boz in the network. Then IX 
discovered a parasitic life form within its 
programs. IX created thousands of computer 
viruses to suppress Boz. 

In spite of these enemies, the Rider is 
still there and continues to help the pirates 
and all those who would be free. He has 
become chief of the Awakened and runs a 
guerrilla army against the Trusts, the state 
and the demons. While awaiting victory he 
continues to spy on transmissions, to destroy 
codes and ruin programs, and to escape from 
those who want him dead. 
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■ Blast locks open to pet through tron-dad doors... 


Simply buy her a cup of 
Koil Tea, lace it with the 
sleeping drug you picked 
up from the Pharmacist 
moments earlier (you find a 
prescription for it back at the 
apartment) and watch her drop like a sack ol 
spuds, leaving her office open for pilfering. 
Logical problem solving like this is adopted 
throughout the game, though many of the 
problems can be conquered in a number ol 
different ways, but just like real lile, logical 
thinking, an eye for subtle details and a good 
ear for gossip is all that’s required. 

Travelling around Omikron is made easier 
by the map that displays all the places of 
immediate interest to your investigation, but 
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WHAT STARTS OUT AS AN EVERYDAY 
OMIKRON POLICE INVESTIGATION SLOWLY 



TURNS INTO A TREMENDOUS BAnLE OF 
GOOD VERSUS EVIL, ON A SCALE WHICH IS 
RARELY SEEN IN A COMPUTER GAME 


easier still thanks to Sliders, automated taxi¬ 
like crafts that zoom the streets. Calling the 
Slider just requires you to open the Sneak 
and ‘call’ a Slider by clicking on a destination 
taken from those available on the map screen. 
Simply stand by the side of the road, wait for 
it to arrive and hop in. The Slider will 
automatically zoom you to your requested 
destination as close to the entrance point as 
the roads allow — it’s an excellent way to 
speed up your movements around the city, 
and an excellent amalgamation of today’s way 
of life with a hint of tomorrow’s technology. 

There is more in the line of communication 
than use of the Sneak, hov\e\er: talking to the 
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around omikron: lahoreh 

Lahoreh is a magical and wondrous location, 
reserved for the well-heeled “jet-set” of 
Omikron. Vehicles traverse a shimmering 
lattice of Venice-like canals, and 
magnificent public buildings pierce the 
tranquil azure of the sky - lovely. Sounds a 
bit like Bournemouth, actually. 


THE NOMAD SOUL OFFERS A CLEAR-CUT 
CHALLENGE AND AN INSPIRED INSIGHT INTO 
A DARK AND FUTURISTIC WORLD 


many \PCs (non-playabic characters) is v ital 
for progress and the multiple choice questions 
and answers you can give make all the 
difference. As a police officer, your line ol 
questioning or the route you choose to take a 
conversation is paramount, as clues and 
information are deposited into a memorv hank 
on your Sneak when relevant information 
becomes available to you. Voice acting is 
excellent throughout, as is the choice of 
responses and questions at your disposal. .Again, 
logic and a good ear are essential to make your 
path clear, making The Nomad Soul a real hit 
for adv enture fans in need of a more mature 
and sound challenge. 

Of course, an adventure game of this 
nature wouldn’t he worthwhile without the odd 
plot twist and surprise, hut as with a good film, 
it would he such a shame to spoil the plot for 


Dreamcast owners who are going to buy I'he 
Nomad Soul, so I’ll say little more than that 
what starts out as an evervday Omikron police 
investigation slowly turns into a tremendous 
battle of good versus evil, on a scale which is 
rarely seen in a computer game. 

This is an excellent adventure that has few 
faults, but is let down slightly by an iffv fighting 
engine and underachieving shooting sections. 
Without them, though, the action wouldn’t he 
so well-balanced and varied. When it’s a case 
of six of one and half a dozen of the other, it’s 
normally fair to give a title with triv iai faults the 
benefit of the doubt and on this occasion, Fhe 
Nomad Soul certainlv deserves that. Hill I 
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around omikron: 
anekbah 

Anekbah Is characterised by the frightening 
and oppressive high-rises of the Security 
Service that diligently survey the city. 
Enormous windmills turn slowly, generating 
energy by capturing the currents created 
from temperature fluctuations. It is here, 
amongst the dark streets and claustrophobic 
alleys, that you will begin your adventure. 


** V - 

* 




dmiEnMl 


Cize err technology » online gaming ) | 


MONTHLY 


> UNOFFICIAL 100% UNBIASED 100% DREAMCAST 


The Nomad Soul offers a clear-cut 
challenge and an inspired insight into a 
dark and futuristic world, with futuristic 
yet utilitarian technology and a 
functioning virtual community. Puzzles 
work logically through a well balanced 
adventure - solid building blocks for the 
next generation of adventure gaming. 
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nother horror adxcnture 
game to add to the collection 
then... First we had the 
mediocre Blue Stinger, then 
Acclaim's Shadow Man. 
followed by the too good not to mention 
(even though it’s only out on import at the 
moment) Code Veronica. And now there’s 
Carrier, which is uncannily similar to the 
third Resident Evil instalment - in rather 
too many ways for my liking. 

YET ANOTHER HORROR 
- ADVENTURE GAME TO 
ADD TO THE OOLLEOTION 


The stor\’ starts off with two SPARC 
agents. Jack Ingless and Jessifer, in a 
helicopter on their way to investigate weird 
goings-on on a seacraft carrier. They’re 
unexpectedly shot down by the ship and crash 
land on the deck, jack regains consciousness, 
only to find Jessifer missing and the rest of 
the deck deserted. Predictably, things take a 
turn for the worst, as Just as Jack leaves to go 
and find medical supplies for the helicopter 
pilot, some kind of freakish mutant devours 
the chap before Jack can get close 
enough to rescue him. 

This is where the introduction sequence 
ends and play starts. It’s dark, raining and 
silently creepy and it’s alx>ut time you 
found out w hat the deNil’s going on. 


PORT SIDE ELEVATOR 


Crummy Controls 

As soon as you begin to mo^’e Jack, you can feel 
the similarities to Resident Evil’s controls. You 
can use the analogue stick if you w ish, but 
most of the time he doesn’t move in even the 
general direction you’re telling him to. So, 
resign yourself to the D-pad, pushing fonvard 
and a little to the left or right at the same time 
to make the job easier - it’ll take you a w hilc to 
get the hang of it. Also, like our heroine Claire 
Redfield, Jack will rotate on the spot for easy 


A CHEESY INTROOUCTION DIDN'T PUT ME IN A VHd OPEN MINOEO MOOD - IT LASTED R)R WHAT SEEMED 
UKE AN HOUR (REALISTICALLY MORE LIKE TEN MINUTES). YOU'RE GREETED BY THE OOO SPOOK FROM THE 
BEGINNING - AND HOW GROTESQUE THEY ARE. BIT OF A CONTROL PROBLEM AT THE MOMENT, THOUGH... 




Publsher Jaleco 



Prtce £55.99 


Jaleco 


Genre 


Horror Adventure 
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Wahey, yet another Resident 
Evil clone for us (as if we 
need any more). Surely it 
has more to offer to the 
genre? It’s unlikely to meet 
the standards Code Veronica 
has now set...or is it? 






























COMING SOON... 


WE’VE REVIEWED IT ON IMPORT 
THIS ISSUE (SEE PAGE 70) AND ITS 
ONLY A MAHER OF WEEKS BEFORE 
ITS RELEASE IN THE UK. THE 
NOMAD SOUL IS AN 



the terror scope 

There is one interesting gameplay element in 
Carrier and that’s the very useful BEM-T3 
Scope. Basically, this contraption allows you to 
see in the dark and also enables you to see 
whether someone is infected with the deadly 
virus that’s leaking all over the ship. You can 
also see through some walls with it. The scope 
proves extremely handy throughout the game. It 
switches to a first-person perspective and takes 
around three seconds to give a clear picture. 
Some of the spooks you come across are 
completely invisible to the naked eye, so the 
scope becomes your only means of spotting 
them before they find you. 


. H 




shooting, if required. And while we re on the 
subject of shooting, the targeting system in 
Carrier is a trille more user-friendly than that 
found in other titles in the same genre. When 
an enemy is closing in, you simply have to 
press the right trigger to get Jack to aim (sound 
familiar?). A white crosshair appears in front of 
the unfortunate mutant, then you simply 
shoot, and keep sh(x>ting until they stay flat on 
the ground surrounded by a pool of blood (gee, 
that also sounds freakishly familiar). If you opt 
to use the analogue stick, pushing forward will 
make jack run. otherwise you'll need to press X 
at the same time. 


Ship Wrecked 


office. He’s having problems trying to gain 
access to the security locking system and needs 
to override it — only he hasn't got the discs he 
needs, so he sends you off with orders to find 
them. T his basically involves running around 
the ship like a headless chicken, shooting one 
monster after the next until you stumble across 
the discs. Navigating your way around is far 
from eas\, as the map you have in your 
inventory’ isn’t too easy to follow (but then I 
never was that good at geography). 

Limited Resources 

One of the things I found most infuriating 
when playing Carrier was the lack of crucial 




The entire game is pretty dark, and as 
you wander this way and that through 
the corridors, you’ll come across some 
real freaks. A short way into the gtime 
you’ll actually find out what hapjx’iied 
to the crew of the ship. Basically, the 
carrier took on board a mysterious 
organism known as .ARK. Soon after, a 
virus started spreading throughout the 
ship causing all the crew (well, almost 
all of them) to mutate into \ile, 
dangerous monsters. Luckily for you, 
though, the odd one or two people arc 
still left unaffected, and they’ll gi\e you 
hints on w hat to do or w here to go next. 

Mind you, none of the puzzles arc 
that taxing in this game. Take, for 
instance, the first one you’re given by 
your superior in the main security 


I 


NONE OF THE PUZZLES ARE 

THAT TAXING IN THE GAME 



II Ssarcti Orough tlw carnage In tl» plot prep room to find extra Bfe and bullets - look out lor bivtslUe mutants. 


79 




dreamtast monthly May 2000 
















zombie tests 




f 


There’s always been a fascination with flesh 
eating zombies and other such undead creatures 
in videogames, and the Dreamcast has already 
got its own back catalogue of them. Blue Stinger 
was the first, of course, although it just didn’t 
have the same cinematic spine-chilling philosophy 
that Code Veronica made such good use of. Then 
there’s The House of the Dead 2. It’s not a horror 
adventure title, I know, but you must remember 
the first time you ever played it, when you had 
no idea what was going to jump out at you the 
next time you turned a corner... Nothing’s quite 
as satisfying as a good gory shoot-’em-up, now 
is it? And let’s not forget Zombie Revenge - part 
of The House of the Dead family of course, 
though it doesn’t quite make the same grade as 
THDTD where gameplay’s concerned. But bring 
’em all on we say, it seems gamers just can’t get 
enough - and the more spooky, gory and undead 
they are, the better! 


* 
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pick-ups, namely health (which comes in the 
form of drinks) and bullets, khere’s nothing 
worse than running out of bullets, being 
injured by unavoidable mutants and then 
having no health drinks to be able to escape. 
Normally, you woidd lind such items amongst 
cor|>ses or in hidden corners someu here. 1 lost 
count of how many times 1 had to start over 
because 1 had no way of healing my 
injuries. However, you are able to 
struggle with the various enemies 
and then push them onto the 
lloor, so you can make a run 
for it (I'm not saying a word). 

Ciraphicalh speaking, I 
would haw to make use of the 


THERE ISNT ANYTHING REALLY THAT 
GROUNDBREAKING ABOUT IT, IT’S JUST 

ANOTHER RESIDENT EVIL CLONE 


word ‘fair — not ideal, 1 know, hut it’s about the 
only way to describe them. The textures and 
screen resolution arc pretty sharp but the 
animation of the characters lea\'es a lot to be 
desired. W hen Jack has a con\ersation w ith 
someone the lip sync is pretty dire, and that's 
avoiding the topics of the conversations themselves 
- 1 could go on to insult them, hut let’s just say 
the) re quite chees). Some ol the lighting 
effects are g(M>d — there’s an insUmce 
where you’re exploring the hull ol 
the ship and you have to rely on 
the lightning to illuminate your 
hidden route — and some of the 
explosions are prettv cool too. 


II TMs It I picture of Jacks brother who is somewhere on the 















/\^ for the camera angles, well they’re not 
ideal for this kind of game really. The view Hits 
from angle to angle quickly, and sometimes it 
doesn’t end up in the most helpful of places — 
especialK when you’re tr)ing to target a recent!) 
turned crew member. 

And in The Knapsack? 

Press the Start button at any point and you can 
check out the contents of your inventory. You 
can take a closer look at important files you’ve 
collected (as research into what’s going on), 
floppy discs and your map of each of the decks 
(there arc six of them altogether). You can also 


equip yourself with different 
weaponry, though there aren’t 
many exciting guns to choose 
from — although there is the 
odd bomb or two. You can also 
drink your health drinks 
through the items menu. 

To add some extra longexily to the game, 
after youVe completed Jack’s scenario, you’re 
giy cn the opportunity' to play as Jack’s accomplice, 
jessifer. Her adventure is only about half as long 
as jack’s, so you’ve probably got about 15 hour’s 
worth of gaming to be completed — shouldn't 
pose loo much of a problem. 


1 • 


So have I mentioned anything spectacular 
about this title yet? I didn’t think so, and that’s 
because there isn’t anything really that 
groundbreaking about it — it’s just another 
Resident E\'il clone, though it rcidly does pain 
me to say those words. The pu/yles aren’t 
exiictly mind-bending, the storyline doesn’t 
really de\elop into any thing earth shattering 
and it just doesn’t feel like you’re taking part in 
an epic horror adventure — in fact, it really isn’t 
that scary at all. I suppose if y ou’re into /ombie 
bashing and not much else, this’ll be a treat, but 
don't boot it up expecting great things because 
you’ll be a tad disappointed. tliJ I 



II The maps hi this name are a tad hard to work out.. 
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THE CHANCES ARE YOU’D BE MORE AT 
HOME WITH THE ARCADE STICK IF YOU LIKE 
YOUR FIGHTING GAMES. 






Publisher Tecmo 


Price £39.99 


Peveiopy 

Genre 


Tecmo 

Beat-’em-up 


3 


It’s got gorgeous graphics and top totty, but 
can it floor everybody’s favourite fighter? 




much more than a sniff about the diHerent 
modes at your disposal. t!ver)hody kneu 
there was going to be a Tag-leam mode, 
thanks to the screenshots showing it in 
effect, but beyond that it’s been 
something of a myster\. 

It’s a mysterv' no more. Instead, ho\NC\er, as 
far as game modes are concerned, it’s more like a 
disappointment. There are the usual spread of 
modes - Stor\ (arcade mode). Versus, Tag-Team, 
Team Battle, Time Attack and Sur\ i\al - but 
nothing that can pretend to compete with Soul 
Calibur’s Mission Battle, or even Street Fighter 
.Alpha 3’s World Tour Mode, for that matter. 

Most right-minded gamers would think it 
something of a prerequisite to olTer a single¬ 
player m<xle with a long term challenge at 
least on a par with Namco’s scrapping 
sensation, but DO.A 2 
seems to ha\'e 
neglected to include 
anything of the 
sort. Once 


you’\e played through each mode to receive 
the highest rank, the single-player challenge is 
effectiNely over. Iea\ing nothing more than 
multiplayer challenges to keep you playing. 
Basically. v\hat that means is that no additions 
have been made to the game since the arcade 
version — no new modes to open, nothing in 
the line of extras w hatsoeN'er, bar a selection 
of different costumes per character that are 
available at the Character Select screen. 
Mo\ing away from the obvious lack of 
any long term challenge, DOA 2 offers 
the best visual effects and attention to 
detail of any game y ou’re likely to see for 
the best part of this year. Characters are 
big and bold, while the backdrops to 
your fight aren’t just the most detailed 


0 


DEAD OR AUVE 2 IS HEAD AND SHOULDERS ABOVE THE COMPETITION. DETAN. IS SECOND TO NONE ANO 
THE CHARACTERS ARE SOME OF THE BIGGEST YOU’LL SEE ON-SCREEN. HAVE THEY GONE TO TOO MUCH 
TROUBLE WITH THE GRAPHICS AT THE EXPENSE OF GAMEPLAY? THERE’S ONLY ONE WAY TO FWO OUT... 


agerly anticipated’ is a phrase 
that’s been bandied around the 
videogames press so much over 
the years, it’s been slowly losing 
its meaning, but every now and 
then a game appears on the horizon capable of 
redefining the phrase. Dead or .Alive 2 is one 
such game and for several reasons, one of the 
more important being its challenge to Soul 
Calibur’s accolade as the king of the beat-’em- 
up genre — and not simply in the graphical 
stakes. The second (some might say) most 
important factor on the anticipation-o-meter is 
the number of scantily clad girls in the game, 
showing their knickers and ‘leaving their sports 
bras at home’, if you know what I mean. Sex 
sells, and DOA 2 has more crass breast and 
booty bouncing than a Dr. Dre music video... 

The question at the forefront of my mind as 
the US release approached was whether Tecmo 
were trading looks and lasses against substance 
and gameplay. as more images of girls in tiny 
swimsuits surfaced all over the net, without 
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Soul Calibur 


DOA 2 MIGHT HAVE \ 
THE GRAPHICAL EDGE \ 
OVER NAMCO’S ^ 

MASTERPIECE, BUT WHEN 
IT COMES DOWN TO 
LONGEVITY, CHALLENGE AND 
ITS OVERALL FUN-FACTOR, 
SOUL CAUBUR COMES UP 
TRUMPS EVERY TIME. IT 
OFFERS MORE FIGHTERS, 
MORE MOVES AND A BEHER 
SPREAD OF FIGHTING 
STYLES. BUY IT (IF YOU 
HAVEN7 GOT IT ALREADY)! 


sensational scenery 


An area in which Dead or Alive 2 is clearly head 
and shoulders above the competition is with its 
remarkable 30 backdrops. Unlike Soul Calibur's 
pretty but empty scenery, stages in DOA 2 are all 
fully interactive and much bigger than you would 
first think. Players can smash opponents into 
walls and pillars and even incorporate the 
scenery into their special moves. Even more 
impressive than that, however, is your ability to 
punch, kick and throw your opponent through 
windows, fences and the like into a new area, 
where the fight continues. As you can see in this 
selection of screen shots, Gen-Fu starts his 
battle at the top of a waterfall, bashes his 
I opponent off the edge, then jumps down after 
I him to continue the pummelling at the bottom. 

^ Some stages have up to four of these huge 
I layers, making DDA 2's stages the biggest and 


I most beautiful in the world. 
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ever, they’re also fully interactive 
(check the scenery box for more 
details). Control of your fighters 
works in a similar vein to that of 
Virtua Fighter .^tb and is fluid, as well as quick 
to respond to your commands. .Although you only 
have one punch and kick, directional presses 
and combinations provide a whole host of moves 

DOA 2 HAS MORE CRASS 
H BREAST AND BOOTY BOUNCING 

THAN A DR DRE MUSIC VIDEO 


over it or even launch a devastating attack 
/ takes a while to get to grips 


with but it makes fights much more 
interesting and also more realistic — which is 
another area where it prevails over Soul Calibur. 
Next issue will see our full L’K version 

review of Teemo s basher (it’s 
due for release 28th April), 
but it’s unlikely to have 
undergone any major changes 
from the US version weVe 
been playing. It’s a shame 


Teemo neglected single players and traded 
the ease of the conversion for customer 
satisfaction, but if you’re a big enough 
fighting fan to have read this review, you’re 
probably going to buy it anv'way... Bill 


per character (over 100 each) and you don’t 
need a trained eye to realise that the animation 
and meshing of moves surpass anything you’ll 
have seen before. Blocking is taken care of by a 
button of its own and parrying and counter 
attacks arc possible and very' effective. 

The final button left on the DC controller 
is assigned to throws, and throw combos are 
also possible, making them much more 
visually and tactically impressive than those in 
Soul Calibur. This also acts to stop one of my 
biggest fighting game bugbears — ping pong. 

With the majority of fighting games on the 
market (Soul Calibur included, to a certain 
degree) fights are made up of player one 
dishing out a combo, only for player two to 
dish one back at them. Play normally goes on 
like this until one fighter hits the floor. Dead 
or .Aliv e 2’s blocking and holding system acts 
to cut down the amount of toing and froing 
that’s done hy allowing you to catch an 
opponent's limb and push it away; trip them 1 Just dwek out Oioso UghtfeiB and water ertoett - tndy groundbreaMng. 
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THE CONTROLS ARE SIMPLE ENOUGH IF 
YOU'RE USING THE PAO BUT THE ACTION'S A 
LOT QUICKER IF YOU USE THE LIGHT GUN. 
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1 A 

PubNstier 

Sega 

1 Developer 

AM2 ^ 

1 w 

Price 

£40-£60 

1 Genre 

Shoot-’em-up y 


The classic arcade shoot-’em-up gets 
converted to the Dreamcast at last, but does 
it have anything extra special to offer? 



• Shooting bad guys during 



WHAT HAS SEGA OONE WITH AU THE OIFFERENT GAME MOOES WE WERE SO WISHING AND HOPING FOR? 
THIS IS EXACTLY THE SAME AS THE ARCADE GAME WE All KNOW AND LOVE - THAT'S OBVIOUS RIGHT 
FROM THE START. THE FACT IS THOUGH, I'M VERY DISAPPOINTEO ALREADY... 


course, it’s tempting for Sega to just port these 
arcade games straight over without any changes 
and hope to make a quick buck out oF it with 
as little effort put in as possible. 

Well, Crazy Taxi wasn’t a straight arcade 
conversion; it had crazy missions and two 
arcade modes to offer to add some 


V irtua Cop 2 has been ^ 
around in the arcades ■ 

for w hat seems like ^ 

years now — actually it 
is years. It’s a household 
name really, and like The House of the 
Dead, it is one of the most popular of all 
shoot-’em-up coin-ops. 

VV'hen The House of the Dead 2 hit the 
shelves, gamers couldn’t wait to dig deep in 
their pockets and part with some hard cash. 
Ever since, we’ve all been wondering whether 



VIRTUA COP 2 JUST HASN’T GOT WHAT IT 
TAKES TO JUSTIFY PARTING WITH ANY 
AMOUNT OF CASH OVER SAY, 20 QUID 



Sega would have the sense to bring out Virtua 
Cop 2, but I suppose it’s better late than never. 

There have been many complaints 
circulating, saving that all the Dreamcast really 
has to offer is Just a load of arcade conversions 
and no games which are that substantial. Of 



extra longevity to the game — we 
were all happy with that, weren’t we. Then 
there was The House of the Dead 2, another 
classic shoot-’em-up, of course. This had extra 
game modes and an abundance of options to 
tinker with to add some extra minutes of play 
time — again, no complaints there. Zombie 
Revenge was a hit of a let down though, I think 
vve’ll ail agree on that one. 

Sadly, and I hate to be the hringer of bad 
news, folks, Virtua Cop 2 also just hasn’t got 
what it takes to justify parting with any 
amount of cash over, say, 20 quid. IVue, it is 
an exemplary arcade conversion but only the 
odd one or two things have been added in 
the process. 

Life As A Cop 

All these well hidden extras can only be found 
in the options screen. Firstly, you can alter the 
difficulty setting to either easy, normal or hard. 































IT S AN EXEMPLARY ARCADE CONVERSION 

BUT ONLY THE ODD ONE OR TWO THINGS 
HAVE BEEN ADDED IN THE PROCESS 


You can alter how much life you have to up to 
nine, and the same goes with continues. If 
you want to play in true arcade style you can 
give yourself the equivalent of only a pound s 
worth of play, or you can do yourself a favour 
and have a fighting chance of completing it. 
with nine continues. There’s also an auto 
reload option which comes in rather handy. I 
tried it both ways and I have to say that I 
completed the game first time with auto 
reload on, but I suppose it would be fair to say 
it’s a bit of a cheat. 

Just like in the arcades, you first have to 
choose to start at beginner, medium or expert 
level but as you complete each of the stages, 
you progress naturally onto the next level. 

So. off into battle you go, taking out each 
and everx^ bad guy highlighted by a target. At 
first these targets are a green colour but you 
havT to make sure you 
blow them away before 
they turn red and 




subsequently shoot you. Action takes place in a 
handful of areas: out on the streets, on a boat, 
on a train, in a subway and then in what looks 
like a factory' of some kind. There are two 
occasions where you get to choose w hich route 
you take by shooting one of two sign posts — a 
bit of a lightweight way around trying to make 
the game different each time you play. Some of 
the action takes place on the move, with you 
chasing the bad guys in your cop car through 
the city streets. A nice little touch, which I feel 
is worth a mention here, is that you can shoot 
the cars’ wheels to make them spin off the 
road and crash - very' satisfying. 

Take Them Out 

At the end of each stage you’ve got your bog- 
standard boss. They’re not exactly difficult to 
see off either. The first one is standing on a 





high ledge and persists in lobbing crates, 
barrels, vans and grenades at you, all of which 
you must shoot apart before they bit y^ou. The 
second is comprised of around six men all 
wearing jetpacks, with them (again) throwing 
grenades your way. Shoot the grenades, and 
them in-between, and they’ll all end up making 
a splash as they fall into the sea below them. 

You can pick up alternative weapons along 
the way as well, such as an automatic, a 
machine gun or shotgun, but they only have a 
limited number of bullets. 

To be honest, V'irtua Cop 2 only took me about 
half an hour to complete on the easy difficulty' 
setting, so I would say there’s only about an hour’s 
worth of gameplay to be had in total. Sega could 
ha\'e done so much more with this - how about a 
target practice mode or a mode where you can 
play the first Virtua Cop? It wouldn’t take much, 
would it? It would undoubtedly be cheaper to 
go down to the arcades and complete the game, 
rather than forking out about 50 notes to play 
it for just a couple of days and then file it away 
in your bottom drawer, never to be seen again. 
What a disappointment. BEII 
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TRADE ENQUIRIES WELCOMED, 


10INCH sauna MNALFMiTJ^S 
l ( 0 N H n R T ^ — 


llMvourPSK 
Dual Shock 
Jovpod, A 
SlMTlng 

Done* Mott on 
you DreamconfrCompolfei 
Ooontcofi ContdM. UK, USA or JAP 
ftuHon layout ii 1h« lonio at a DC Joypodlll 
RUMBU funclon MADRKS TOO 
Import Dr®amca$t £149.99 

Llntv«r»ctf Or«c3mca5t CALL 

Light Gufi CALL 

PSX to DC Joypod Adaptor £19.99 
Offldd Puru Puru PcA £19.99 

SVHS LEADS £14.99 

RGe Scort load £14.99 

Virtual Memory System £24.99 

VGA Coble £17.99 

VGA Auto Switcher _£24.99 


pPEiMCAST JCtPAD Oftldol Hi Re« Pd< 

Dex Drive 

' USA Pokemon Snep 

• J USA PokaiTKjn Stadum 
wr!r^' ] USA Perfect DCTk 

USA Donkey Kong 64 


El 5.99 
CALL 
£49.99 
CAa 
MARCH 
CALL 


POCKETSTATION 

CompotbtowiIhUKandUSiV 
\fi» ^ gomes Iriclucing FF8 and 
% ^ Ridge Ridge Racer 4 
Pocketstatlon ECALL 

Gdtar (tor Gulta Freaks) £29.99 
NTSC to RAL Booster £ 15.99 
Convertor Card £14.99 


riMV rAMASve 
SPECIAL COUECTION 


' keychain C 6.99 

20" X 14 Final Fantasy 8 Poster Ecxh£ 5.99 
Find Fantasy MU Music CD Eoch £1 5.99 

KOBLEM 

.cSfcrSI 

m' MOXUr 


la^ese PlayStation.2 

pertese PS2 One Game CALL 
Meg Memory CCTd CALL 

jOI §x>ck 2 Joypod CALL 

2 Stepdown Transformer CALL 

aad or Alive 2 CALL 

xjr>cer (Squoresoft) CALL 

kken Tog Team CALL 

ran Turlsmo 2000 AUGUST 

dge Rocor V CALL 

(kyou World Soccer CALL 

Fire (Squoresoft) CALL 

radus III + IV CALL 

’ummonlo CALL 

nericon Arcade CALL 


i CC'mpatIble Gulki 

i. £29.99' 


TR-niD'IING 

ennf) cm \i D^SIH 

JAP Pokemon Gol<^9iver CALL 
USA Pokemon Trading Cord Gome APRIL 
USA Pokemon PlnboH one nproie CALL 
Pikachu Boxed Set Models £12.99 

^ 4 INSHlfJ.C.UJ!!N |5 

^ 4DCHSgjtneofMBo»»ih FF8 Spedol CoBecBc 

dO^arnrandeawEAOH Models EACH £6.99 

Piknehu Plush Toys IMHi 

f\V.25cm LARGE £15.99 ^ 

‘ '^40011 EXTRA LARGE £39.99 lUHnSf^ 

jT r juptcBeconilf otany 
initial^ or cnr/meFa 


rfeacOMuac 

CosactortEOiton moudetFo/ 
Picnifa?'-rradCci:a3ofMu*cCPi Cnakitwort Book 
’• yaa CoJedor Cordaoro Squoi^iEmdarr Kaychdn 

FF8 4 CD Collectors Set with SeeO 
Keychdn and Cdledor Cards £65.99 


FI NAc^TiitlTAST lj 


JAP Chose the Eiq^ress £54.99 

JAP Oogon Quest Ml APRIL 

JAP Chfono Cross £54.99 

JAP Strider 2 £54.99 

JAP Bio Hazard Oun Survivor CAU 

JAP Legend of Dragoon CAU 

JAP Dragon Mdor (Namco) CALL 
JAP Magrant Story CALL 

JAP Silent Bomber £35.99 

JAP Dew Prism squonMori £39.99 

JAP Assaults Suit Malken 2 £39.99 

JAP Parasite Eve 2 CAU 

JAP Guitar Freaks CALL 

JAP MIcroman £29.99 

JAP DO Revolution Club Mix £39.99 
JAP Dr Slump £29.99 

JAP Cybernetic Empire £29.99 

JAP Capcom Gen 5 £29.99 

USA Wild Arms 2 MAY 

USA Tenchu 2 MAY 

USA Brave Fencer £39.99 

USA Resident Evil 3 IN STOCK 
USA Bass Landing + Rod £59.99 

USA Alundra 2 £47.99 

USA Thousand Arms £45.99 

USA Sulkoden 2 £47.99 

USA Vbndal Hearts 2 CALL 

USA Tall Concerto £45.99 

USA aock Tower 2 £47.99 

USA Jade Cocoon £29.99 

USA Monster Rancher 2 £45.99 

USA Dino Crisis CALL 

USA Syphon Filter 2 £45,99 

USA Monguard Bandits CALL 

USA Legend of LegcHoa £44.99 

USA Resident Evil 2 owostsock £39.99 

USA Lunar 2 MARCH 

USA Star Ocean 2nd Story £49.99 

USA Countdown Nfcmpires £47.99 

USA Front Mission 3 £CALL 

USA Diglmon World £CALL 

USA Konaml Rally £CALL 

USA WWF Smackdown £49.99 

USA IndiarTO Jones APRIL 

USA Azure Dreams £29.99 

USA Sulkoden £29.99 

USA Granstream Saga £29.99 


FINAL FAfirrAMy7 

, ^ Fnd Fonroiy 7Keycf>ans 


Chormande 

Chormeaor 

Bulboaour 

Squirt* 

Woduri* 

VancMour 


FF VB Music CD s EACH £15.99 

FF VR 4C0 ScMmdlrack. totar k Modal £59.99 
20" X 14" Find Fontosy 7 Poster £5.99 
Tobd 2 Models Set (Pack of 3) £8.99 

3 X 3lnch Takkan 3 Kaychon models £12.99 
Rockmon Models £10.99 

1:8 Scale Porcelain Models £39.99 

Md Ryu Ken Chun Li Gould Barrett 
SNK Models (5 dtteent Sets)EACH £10 
Shen Mue Orchestrd Music CD £t9.99 
Chrono Trigger Music CD Each £15.99 
Chrono Trigger Music (3 CDS) £35.99 
Ctty Hunte Music CD *17.99 

Chrono Cross Music CD £15-99 

Chrono Cross Music (3 CDS) CALL 

Dragon Bdl Z Music CD £18.99 

Parasite Eve 2 Music CD £19.99 

Ghost in the Shell Music CO £18.99 


HELLO KITTY 


9 Arcade Turnes 

6 Arcade Buttons 
Scratch Deck 
Funk Jazz Groove 
DJ Battle 
^ Reggae 

W Break Beats 
V Rave 


£4499 poKimmimimisms 

£44.99 aiini4atllodettM2(1UI (iliMlMqM2lo2i^ 

1 

£CALL 23lim4iiKnH4(l$8«i3{21J9 8lidhi^2lo2iai( 


JAP Gant Gam 
JAP Esplon Agents 
JAP Stor Godlotor 2 
JAP CNmcK Landers 
JAP Death Crimson 
USA Time Stdkers 
USA Oozy Taxi 
USA Dead of Alive 
USA Tee Off 
USA Sonic 

USA TNN Hardcore Heat 

USA NHL 2K 

USA Na 2K 

USA NBA 2K 

USA Rdnbow Six 

USA Evolution 

USA R.E. Code VerorVea 


lOOinch LCD Projectex £995 

All Region CVD Players from £339 
Region 1 Macrovtalon Oisabler £86 
BLACK BOX NTSC to PAL Convertor £70 


£CALL 
£42.99 
£39.99 
£34.99 
CALL 
£42.99 
£42,99 
£44.99 
£44.99 
Mor 23 


South Park 10 Set Ke)rchalns 
cmmianmTis mr 
MW/ 




12M*i4iira moildi Sd 5 htigM 2 la 25aiB 


m&mmm 

ftiAL FIV^ASYS 


Ida* pfodudi rj t** p©. c^y.'r'CKiT nntbnoo Laodi 
d tna Idas cod rrrcMrdia tw sea *^a*!dall 
nawi on Piayiiqnn 2. Dreomcott Nmta'do ono 
PoNamorv Pratren. nairt and Lpddat lor ;arMi nadeora 
latatt occaitonas and convartori 
Find ma idtasi imporf 'tiaoia schaduie ana 
7dv odr* or gra ui 0 col chtdeol iiiM»pra!ack.oan 
Upddtd 3 iimai a aaaK aitn rha oiari gaar 


MP 3 ADAPTOR 

Ploy your own 
MP3 CO Album t 
on your PSX 

£29.99 


SPECIALIST IN MA IL O RDER IMPORT VIDEO GAM ES AND ACCESSORIES 
Wm ' i l »ll4j4i!«4»ia i l d.. ! , ll ll.».V.H.lj.l l J4; ! IAV.I TEL; 0208 508 1328 


swircw 


For a free price list of imported games, Cheques and Postal Orders made payable fVJ 

accessories and merchandise send a to PROJECT K Add £2 per item for P+P iLt k FAX: 0208 608 3845 

Stamped Self Addresse Envelope £15 for INSURED COURIER on Hardware PROJECT K, The Seedbed Centre, Langston Road, Loughton, Essex, IG10 3TQ 

|pinvSTnTION//ir»>0R7Sl i»S St - IWWWB8| DntnMcnST/ArWgTSj WIWTtlil>Or64 IMPORTSI M<nCHftMniS€...MUSIC CD S...PbST6ri^ IM POm 


POHCmON IMPORTS 


RCttTMnNin POCKCT 2 


PROJECTORS & DVI) IMPOKIS 


Customer Name 


ITEM 


QTY ITEM TOTAL 


Address 


POSTCODE 


TELEPHONE 



FINAL rANTAS78 5 INCH MODELS £15.99 
FINAL FANTASYS MUSIC CD £15.99 
FINAL FANTASY8 KEYCHAIN MODEL £6.99 
FF8 ST^FCIAL COUECTION KEYCHAIN £7.99 


? FINAL FANTASY 8 POSTEftS £5.99 
FINAL FANTASY 7 MUSIC CD £15.99 
FINAL FANTASY 7 KEYCHAINS £5.99 
FINAL FANTASY 7 POSTETiS £5.99 



XENOCEAPS MUSIC CD £19-99 
SEiKEN DENSETSU 3 MUSIC CD £19.99 
TACTICS Om MUSIC CD £16.99 
DTiASON QUEST V MUSIC CD £29 99 



TEKKEN 2 MUSIC CD £10.99 
DANCING SHADOWS V F MUSIC CD £15. 
GHOST IN THE SHEU MUSIC CD £16.99 
OCCARINA IN TIME MUSIC CD £29 99 



P-fP 

TOTAL 



















































Best itade Prices in U.K! 

Price are •subicct to chanrjo without notice! 


MEAMCAIT • UnMrul NTSC 
fWw USJAP C14I 

VlfluillSMMra CKST 

tonpicl CCii 

ZomMWiot Col 

VRuaiOn} CCaO 

6101 Wtn9 Ccalt 

SlirGlwMM} CCal 

Soul Oailbur C4tM 

Sm OMMoit 2 C4IN 

CodBoirdwi CMW 

S«gi Ruty 2 £)4 M 

StiMin^Z«03 0499 

Sortt Alyucnturi inlimfMn«t 


LM Mil C1I Scan iMd 

Hcyttattofi H«reNM« 


&uikaiiio2U8 fiCH 

RoiKMfniJUS* flCw 

VMNCmi^l) CM 

niVMIIonVnC»«d C2»(n(K0Vm 

•uaiata taf Mnt MOX PuylUlton' CCal 


_ fC«l 

S4 MOaiTMiiovliKner CCal 


Donlity Kong 64 NMMido 
PadwOm 

>«t Nm* Gammi 


OMMIMT 


_jTMCMMYCAm4N- 

PC CoTipddtM for l^ittNO Mia Me 


CCal 


Hnpoii n calew on any TV C1I.W 

svGACaMOCtoPc ns 

Area* Suck. Viruial Maawry Cartf. 
Joyoaih. Scan Uad. $*Mia load 
Saturn 

4 ai 1 unnarui Comanat UiClA' 

JAP i RAM Canndo* i. ^96 
SMirnCMp - f£20 

OunoMM & Oragon. SFZ3, 'CCal 



tea 

cca 

ecu 

tCiH 


__jGuni B, 
CO Quit 

POyaunon Qamn 
Qrand Tourrilmo 2 JAP 

Asa Combat 3 US 


Qwnaooy CMrUrttVMDa £57.99 

G«naiioy Evamar CCa 

16M Hulk OaoMfeoy Cart CCa 


Pokamon RCG'■LOI'TEUOW £9299 
POKEMON VCLiOW Bondlaatt. 
GameDo) ind Poke Yalkw Garni 
Pohamon Ptnoa £29 9S 

TndaigCarda CCm 

Pokamon Ptwtb Vknoui CharaclMa CCal 
iringi CCa* 


tel: 01834 869268/0410 425019 

www.consoleklng.com sales@consoleklng.com 







Pikachu Virtual Pet £19.99 

Pt««M a«nd ra^totorod 
caaA, dtequea. poatol 
ordari to - Conaota Mns, 
PO Son 6. Noidardt 
mwaa. tA67 TVOl 




TO ADVERTISE IN 
THIS SPACE CALL 

GIOVANNA 

HALTON 

01202 670304 



VIDEO DANE CENTRE 


WE HAVE A HUGE RANGE OF NEW 
AND USED CONSOLES, GAMES & 
ACCESSORIES. INCLUDING THE 
LATEST IMPORTS FROM THE USA & 
JAPAN. WE ALSO HAVE A LARGE 
RANGE OF GAMES FOR THE OLDER 
GAMES SYSTEMS. 



PLAYSTATION. SATURN. NINTENDO 64. 
MEGA DRIVE. SUPER NINTENDO. LYNX. 
GAMEBOY. 300. JAGUAR, MEGA CD. 
NEO GEO (CD), PC ENGINE. TURBO 16 & 
COMING SOON... DREAMCAST 


870 WIMBORNE ROAD, MOORDOWN, 
BOURNEMOUTH BHQ 20R 
TEL/FAX: 01202 527314 
www.vldeogamec.demon.co.uk 


NOW OPEN SUNDAY (11AM-4PM) 



_ __ ^mi4i 

THE PRICE YOU SEE IS THE PRICE YOU PAY! \ 


If you don't see whti you w§nt p/Mso 
phono ui, bociUBO wo an't 
Rri*«* / poMlblyllittll 

®''TQ|D'5 ourttocki 

'o 4 ron.|Tne®'l°''»- 


Of 

ercom 

•40 998^ 


DREAMCAST 


AEROWINGS £28.99 

BUGGY HEAT £28.52 

CRAZY TAXI £28.52 

DYNAMITE COP £29.52 

FI WORLD GRAND PRIX £29.52 

HOUSE OF DEAD/GUN £42.86 

HOUSE OF DEAD 2 £28.99 

HYDRA THUNDER £28.99 

INCOMING £28.99 

MILLENIUM SOLDIER • EXPEND. £28.99 
MKGOLD £28.99 

MONACO GRAND PRIX £28.99 

NBA 2000 £28.99 

PAN PEN £28.99 


Customer Loyalty With A Difference. 

We don't give you points we give you shares 

MoN oompirm gn« you poaW for your loyNly. but M htvt d 0 cM M poiW art )uN rut Mtough to giw our 


PSYCHIC FORCE 2012 £28.99 

RE-VOLT EJILaa 

REAOYTORUMBLE ■^£0.99 
REDDOG Vj £29.99 

ROAD CONTROL WHEEL £34.55 
SEGA BASS FISHIidTltOD- I42.SS 
SE6ARAUY2 - £i».99 

SNOW SURFERS . - ' £28.99 
SONIC ADVENTURE £28.99 

SOULCAUBUR £28.99 

SOUTH PARK OtFAUMNACX <22.14 
SPEED OEVU £28.99 

SUZUKI ALUTAR 
TAKE THE BULLET 

TOKYO HIGHWAY CHAUEIeif E(TO TfltDOLPHIN 

'V'FURBAIIB 
MSR 
MAKENX 

SOUTH PARK RAUY 


3 


[ TOY COMMANDER 
TRICK8TYLE 
irmPAITRKER 
;; VIRTUE WGHTER 3 
’ VIRTUI STRIKER 2 
WORLOWipeSOCD^tODO 
W^ATTfruDE 
, ZOMBlEiteVGNOE 
EVOLUTION 
TKOFF 
DEADLY 8KJE8 
BUSTAM0VE4 


CHAaElPn28.il 



£28.99 

£28.99 

£27.99 

£28.99 

£28.99 

£28.99 

£28.99 

£28.99 

£28.88 

£28Ji 

£28.99 

IL 

I9 

£28.99 

£28.99 

£28.99 

£28.99 

£28.99 


YOU CAN FAX US FREE 
ON 0800 019 7780 


DVD • DREAMCAST • GAMEBDY 
NINTENDO • PLAYSTATION • PC 

WE SUPPORT ALL PLATFORMS AND JUST HAVEN'T THE ROOM 
TO LIST EVERYTHING WE STOCK - SO PLEASE CALL. FAX, 
.PHONE or ORDER ONLINE - www.thaslammar.com 


Special Offer - Sega Dreamcast 

only £179.99 

^ Free postage on ell orders. Next working day delivery on most orders.-If In stock. 

Ptyby OddH Card, C/iegua, or Posttl Ordtn. 

Guarantee* If you are not happy with your purchasa, pieasa saodrtbacktouaandwav 


T1eStown0rMorworih0hilBWgroii«va*>>PufwoonipifiiettototUKaftoii»un<tofSliftofWyou(owajaD^ fVlIH rKILaCd LaS/N 1INUMLLT 
•Bit^nnttototorotfgrotHh Th«toniTieihirtgalhoroonip«mh 0 y«Utodtointor«lirto.A 0 iUtoto 0 rky^^ FALLINfv PLFA£E fALL FOD 

iMhMitoddadtoalhryQuFRSatarMioevwytrrwyaubuylmuiyouarBaiMinwwIingtoyou^ rbK#WE rwK 

FQrfrmvW)nnaionptoMMeourcatoiO0ue,toraqueMacfi8togutpi0Mec4utanOe4S1»Qen LATEST UPDATE 

__ J or VISIT the WEBSITE- 1 

Do you want to earn money selling games? For further inforrrurtion on or dealer 
network, call us on 0M5 130 9989 or e-mail: dealers@theslammer.com 

All major Credit Cards Accepted 

TlwSloinmwx8mpk«BlysupaliBoiodpn>d»(h.Mlr«6iii»ofteorf (opyrigNto lAJiAftA# aliAeldPiaritwiAr 1 

T1» Sloiiw.com pkwHiwrtsp6diwnioBuiiidwffs.Mrigl<jrK«vid.Mlrod6i^ W¥rWallie5iaiiiilier.COm | 

FREE DELIVERY • 1 -2 DAYS 

Order online:-www.theslammercom] 

To order phone: 0845 130 9989 or e>mail: thecrew@thesiammei:com | 






















































































































Most of the time when we gel wind of another 
PC conversion over to the Dreamcast, there's 
little reason for us to prick up our ears and get 
excited. That’s not to say that we’re opponents 
of such conversions, it s just — well, they’re 
hardly Sonic or Soul Calibur are they? 

Yet when we put together our ‘\bur Most 
Wanted’ feature a few^ issues ago, w'e listed quite 
a few PC games that we were simply gagging to 
see on the Dreamcast. There was Quake Tomb 
Raider, even FIFA — the games that at the time 
you were writing to us dboul* tf mim'd 


ever see them on Dreamcast. But 
then there was also one we were looking forward 
to more than any of them, a gjune that nearly tw'o 
years on from its original release on the PC is 
still as essential as ever. And that, ladies and 
gentlemen, was Half-Life, acclaimed by many as 
the best PC game of all time. With the 
announcement that w^e were definitely going to 
be seeing a DC version, we started to get e.xcited. 
For this is something really very special indeed... 

Where It Began 

The game originally surfaced back in 1998, 

" ~ Al- 


ITS JUST ABOUT THEN THAT THE FIT HITS 
THE SHAN. AS CHAOS ERUPTS AROUND 
YOU AS YOUR EARS ARE FILLED WITH 
SCREAMS AND YOUR EYES WATCH AS TIME 
CRUMBLES IN FRONT OF YOU 

first glance it was Just the latest in a scries of 
competitors to Quake 11 at the time. Games 
such as Daikatana and Duke Nukem 
Forever were on the slate (neither of 
which has yet been released), and 
both of those were attracting more 
attention. And yet it becomes 
immediately obvious w'hen playing 
Half-Life that this is something far 
more intriguing and worthwhile than 
many of its so-called competitors. 

The key reason for this is that, for 
once, you don’t feel that the game is 
revolving around you, more that you 
are simply a part of the game world, 
and whether you’re there or not, 
things w ill be going on and people 
will be having conversations. Walk up 
to someone in a corridor, and chances 
they’ll say hello. Hang around and they 
may get irritated and politely request you 
leave. When it comes to crisis point, 
hell, they’ll want all the help they can 
get off you, and you’ll need to be 
asking them a favour or two as well. 

/ Thai’s because Half- Life actually 
boasts a tangible, worthwhile storyline, 
as opposed to the old notion of writing 

















the game and cobbling a plot around 
it. Quite the opposite in fact — the 
story’ underpins everything that’s going 
on, and whilst it may not be the most 
original plot, it’s carefully woven and you can’t 
help but be sucked in. 

What You Need To Know 

The story kicks off in the depths of the Black 
Mesa Federal Research Facility, once a missile 
base but now the home of a secretive and 
highly confidential project. The reason for the 
secrecy? Because a group of smart arse 
scientists have discovered a portal that leads to 
another dimension, with some truly terrifying 
stuff on the other side. 

As a young research associate (called 
Gordon, if you’re interested), you draw the 
short straw and end up slap-bang in the 
middle of a test chamber, with limited 
knowledge yet a very’ important task to 
perform, as you must analyse a specimen 
unlike anything you’ve ever seen. The only 
problem is, it’s just about then that the fit 
hits the shan, as chaos erupts around you as 


your ears are filled with screams and your 
eyes watch as time crumbles in front of you. 
And when the e.xplosions grind to a halt, the 
research facility has become a very different 
place, as strange and not particularly friendly 
creatures cross the portal, packing out the 
corridors and attacking the scientists. 

The mission then, it seems, is to get to the 
surface and tell the world exactly what’s 
happening. That’s hard enough by itself, and 


will require stealth and brawn to do. To add 
to the fun though, government officials are 
keen to hush things up, to the point where 
troops are sent in to the complex with the 
strict orders not to let anyone leave (and in 
the mission add-on pack for the PC, you 
quite literally swap sides and play one ol 
those soldiers trying to keep things quiet). If 
only you’d taken that job at .McDonald’s 
instead, right? 


THIS IS SOMETHING FAR MORE 
INTRIGUING AND WORTHWHILE THAN 
MANY OF ITS SO-CALLED COMPETITORS 



Multiplayer 



One of the highlights of the PC version of Half*Life was 
the fact that you could play the game over the Internet, 
instantly adding an eitra element of smugness as you 
grease some pompous American across the sides of the 
wall. Or in our case, die very quickly at the hands of the 
ultra-experienced Stateside gamers (who don’t have to 
pay phone charges, so they've got an unfair advantage). 
There's been no confirmation thus far on whether the OC 
version will offer an online option, but suffice to say, as 
soon as we know, we’ll let you know... 
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YOU DONT FEEL THAT THE GAME IS 
REVOLVING AROUND YOU. MORE THAT YOU 
ARE SIMPLY A PART OF THE GAME WORLD 


Into Action 

It’s a fairly intricate storyline that underpins 
Half-Life, and you’d quite rightly suspect 
that some expert work has gone in to 
keeping the narrative pumping along whilst 
keeping the action flowing too. Curiously, the 
game forsakes the need for the traditional cut 
scene, simply by doing the storvtelling work 
as you go along. That doesn’t mean you’re 
spared the effects and cinematic visuals of a 


■ I don't tMnk he's gonm otiiid imicti ctwnco wttti just a crowtiar... 


game of this style, just that instead of 
stopping the game to do all that, it happens 
whilst you’re still playing. Likewise, those key 
conversations that we mentioned before 
happen as you walk around, and its not Just a 
matter of triggering a special scene when you 
approach the right area. 

Back to the cinematics for a minute 
though, as they really do help make the 
game heart-pounding. For instance, it’s not 
an uncommon occurrence for you to walk 
into a room and have various parts of it 
blow up around you. purely as a result of 
the unstable nature of the complex. Get too 
close and you could be in trouble, but 
generally you’ll find yourself out of 
immediate reach — for not only is Half-IJfe 
an example of high quality gameplay, it’s 
incredibly fair as well. I'ew things are more 
frustrating than the feeling that a game has 
cheated you in some way, yet in Half-Life if 
you make a mistake, it’s predominantly your 
mistake, pure and simple. The learning 


Did You Know? 

We're indebted to the official Half-Life website for this, 
so did you know that the team behind the original game 
had contributed their talents to some of this little lot? 


Civilization 

Countdown 

DCK (Doom Construction Kit) 

Doom Special 

PlayStation Edition 

Doom 64 

Double Dragon V 

Dr. Floyd's Desktop Toys 

Duke Nukem 3D 

F-15 Strike Eagle 

Final Doom 

Fling! 

Gunship 2000 


Magic: BattleMage 
Materia Prima Texture 
Library 

Microsoft Excel 
Microsoft Windows 
Microsoft Word 
Muppets Inside 
Quake Command 
Rise of the Triad 
Shadow Warrior 
Wild 9's 
WorldCraft 
Zork Nemesis 








willing to pull the rug from under your feet 
and make you appreciate even more the 
surroundings in which you’re placed. A lot of 
the credit for that has to go to the sound, 
which on the PC was able to place sounds 
into specific speakers to giv^e you audio clues 
as to where the next threat was coming 
from. Nothing revolutionar\' there maybe, 
but still highly effective. The graphics, too, 
display elements of thought that help lift the 
game into a different class, with little 
details, like light switches sparking when you 
tr>' and use them, through to those quality 
explosions and aliens who can appear out of 
nowhere and genuinely make you leap out of 
your seat (boasting quality artificial 
intelligence too, which makes the 
bastards even harder to kill). 

And The Dreamcast? . 

And so, finally, we re left with the 
simple question of how the Dreamcast 
version of the game is going to work out. 

After all. it’s okay having a classic PC game, 
but if the conversion is a clunker, then it’s a 
waste of lime anyway. 

The job is in the hands of a 
Californian based team called 
Captivation Digital Technologies, and 
will have input from the original 
programmers too. Extra enhancements 
are promised for the Dreamcast version 
too, which is ver)' welcome news, with the 
official press release promising that the 
game will be “even more extraordinary 
than the original PC version”. To that 
end, they’ve seen fit to include a 
brand new single-player mission 
especially for the DC (with Gearbox 
Software handling the extra level — 
they were the team behind the official 


PC expansion pack), and we’re expecting the 
multimedia aspects to be even better too, all 
of which leaves us very happy indeed. 

The game is currently scheduled for 
release during the Summer, which puts it 
neatly in line to take advantage of the DC’s 
multiplayer capabilities and online gaming 
facilities which, touch wood, should be up 
and running by then (although we haven’t 
had official word on online gaming support). 
Bottom line? For once, ignore the fact that 
this is a PC port, and brace yourself for one 
of the best gaming experiences that the 
world has ever offered... 






May 


2000 


curve too is exemplary, offering an 
optional training course to help you 
get to grips with the basic controls 
and manoeuvres you’ll be expected to 
perform in order to succeed. There’s 
not going to be an enormous amount 
to learn, although we’re still intrigued 
about how’ the control system will 
carry across to the DC. 

But perhaps the key thing that 
carries Half-Life above all of its 
competitors, past and present, is the 
sheer atmosphere. Few' games can 
come even close to the style in which 
Half-Life sets its mood, continually 


VERY FEW GAMES CAN PRETEND TO 
COME CLOSE TO THE STYLE IN WHICH 


HALF-LIFE SETS ITS MOOD 
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1 enclose a cheque/postal order made payable to Quay Magazine 
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SKATEBOARDING 


The greatest skating game just got better. 


*^SteaI cars, kllUn cold 
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Send your order to: Dreamcast Monthly, Subs Dept, Quay 
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If you believe certain areas of the press, when the PlayStation 2 is 
launched the Dreamcast will crumble. Us? We don’t think so. And 
we got Simon to expiain why. 
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T hey say you can’t argue with statistics, and with 

Japanese consumers snapping up 980,000 PlayStation 
2s in the space of a single weekend, concerns are 
beginning to filter through that the Dreamcast’s days 
may well be numbered. We don’t agree. Appreciating 
we have an element of bias, when you consider the fact that our 
jobs depend on the survival of Sega’s white hope, there’s nonetheless 
a great deal to be positive about. 

Face Facte First 

Firstly though, the bare facts. It’s basically going to take an act of 
God for the PlayStation 2 - even though it is the most physically 
ugly console known to man - not to have a record-hreaking launch 
in the UK. Partly you can argue that it’s sitting in the slipstream of 
the Dreamcast, in the same way that Dreamcast sat in the slipstream 
of the original PlayStation, but more fundamentally there simply 


isn’t a stronger brand in gaming than the PlayStation. It’ll have 
DV'D built into it as well, giving it an instant head start on the 
Dreamcast. Or does it? 

Sega have made little secret of the fact that they too have a DVD 
add-on in the works, which should finally see the light of day over 
the next couple of months (we do emphasise the ‘should’, however). 
Granted, an add-on isn’t as good as one being built into the unit 
from day one, but we’ll wager that the cost of a Dreamcast and 
D\^D add-on still works out a good few' notes cheaper than the 
PlayStation 2. Less significantly, the much vaunted claim that the 
PlayStation 2 would be able to play all PlayStation 1 games has 
turned out not to be entirely true. Older titles in the back catalogue 
will not be compatible with the new' machine, which is sure to 
cause a small level of disappointment. 

But this isn’t a game of luiocking the PlayStation 2 here, especially 
when the Dreamcast has so much going for it. Consider, for instance — 
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assuming 
the PlayStation 2 
' launches as predicted 
around the end of September/ 
start of October — which particular 

GRAHTUBISl^"' have up their sleeve to fight 

challenge: about the most eagerly 
awaited game of the year — Shenmue. We’d also 
have a bet that a small blue hedgehog will be 
returning to the DC for a second adventure around 
the same time. Then look at what it’s initially up 
against; Gran Turismo 2000, Ridge Racer 5, Tekken 
Tag Tournament...spotting a theme here? It’s a 
volley of major brands and sequels that appear at 
first glance to lack that genre-shifting magic that 
Shenmue has in spades. Perhaps the only other 
game that will make as many waves this year is 
Black and White from Lionhead Studios — and 
that’s appearing on both PlayStation 2 and 
Dreamcast, so no one’s missing out. 

DC Only 

VV^hich brings us nicely on to the subject of exclusivity. 

The Nintendo 64 is a shining example of how' to keep a 



Tournament is likely to give it a good challenge, but what about Power 
Stone 2, flying in from Capcom over the Summer? We would mention 
Virtua Fighter 4, hut after the middle of the road performance of its 
predecessor, we’ll leave it in the back for the time being. 

Part of the reason for the exclusivitv^ of these titles is yet another factor 
in the plus column. Sega are the only major console manufacturer who 
are also actively involved in the production and manufacture of coin-ops. 
And because they’ve built the Dreamcast technology in close tandem with 
what their arcade people have been up to, it’s a fairly straightforward 
process to port the code across for a Dreamcast version. This means that 
the format is virtually guaranteed a steady stream of quality, genuine 
arcade games that you’re simply not going to be able to play elsewhere. 

Sure, PC owners got a port of Sega Rally 2 at the end of last 
year, but that’s pretty much all they’re getting. 

But won’t other formats hav'e exclusive titles 
too? They certainly will, although the majority of 
third party developers are likely to keep their feet 
in several camps — in the balance sheet driven 
world of mainstream software publishing, a 
conversion to another format is too cost effectiv^e 
not to do. Nonetheless, we accept that certain titles 
will never come our way, although as with Gran 
Turismo and Sega GT, you can bet that Sega will take 
on these people at their own game. 


early rumours suggest thot the PlayStotion Z will be hitting the 




console going off the back of a few^ games that you simply can’t 
find on any other format. Witness the likes of Super Mario, 
Mario Kart 64, Perfect Dark, Goldeneye, Pokemon Stadium 
and Zelda. Now the Dreamcast, in theory, has the upper 
here, because in terms of raw performance it’s a 
much faster beast than the aging 64. And it, 
too, has its fair share of exclusive titles. 
Examples? Aside from the 
aforementioned Shenmue and 
Sonic, what about the game of 
last year. Soul Calibur. 
Months after it first arrived, 
nothing has even hinted at 
threatening its crown in the 
fighting arena. Sure, 
Tekken Tag 
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Let’s not forget that it’s not just arcade machines that are increasingly easy 
to port across to Sega’s magical w hite box either. Upon its launch, some 
industrv' pundits gleefully described the machine as an £800 PC in a £200 
box. And the fact that it has those PC origins, and a version of the popular 
Windows operating system working inside, means that once again it’s ripe 
to receiv e PC titles. We’ve already seen plenty of examples of PC titles 
heading Dreamcast-ward. Headline acts such as Quake 111, Tomb Raider: 
The Last Revelation and Soul Reaver are the more prominent, but let’s 
not forget the competent range of back catalogue releases, such as Wild 
Metal, Millennium Soldier and the forthcoming Railroad Tycoon 2. In the 
case of the latter, they ain’t going to make the cover of many magazines, 
but they offer some strong entertainment and, crucially, help fill the 
shelves with decent Dreamcast games that leave the consumer with the 
perception that the machine is positively brimming with new releases. An 
important factor, as any Nintendo executive will unhappily remember. 




















half ^he price of the Hi 

weft make . 
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casing and a new slim line incarnation around Christmas time, with a price that 
possibly inches below £50. 

But still, considering there are so many people who seem to have been constantly 
writing the last will and testament of the Dreamcast almost Irom the day it was announced, 
it s to the credit of Sega that they've not only delivered a quality console, they’ve also 
managed to pull together an ever-expanding catalogue of titles to back it up. So next time your 
mate comes up to you and starts talking Dreamcast down, either sit him down in front of 
Crazy Taxi or tell him to sod off. Because whilst all those people out there are happily 
predicting the end of the Dreamcast as soon as the PlayStation 2 hits the shelves, weVe just 
too busy enjoying ourselves playing games to notice. If they had any sense, they would be too... 


selling at 
ion 2 could 


Yet, even with all of these factors in place, the decision could still come down to something 
far more fundamental come Christmas time, w hen the majority of consoles fly off the shelves. 
And that mysterious factor? Hard earned cash. Early rumours suggest that the PlayStation 2 
will be hitting the shops at a price tag not leaving a great deal of change from £300. If that’s 
true, and Sega have the common sense to prune the Dreamcast price tag and maybe throw' in 
a game or two as well, then the prospect of a Dreamcast selling at half the price 
of the PlayStation 2 could well make it irresistible for some. Ironically, perhaps 
the greatest threat could come in the form of the original PlayStation, which 
is undergoing some severe reworking, and is expected to go on sale in new 


Future 


Believe It or not, the world will 
continue to go on once the PlayStation 
2 is released, with up to three new 
consoles due out within twelve months 
of the PS2's release. TWo of them are 
from Nintendo, with their much 
talked about but rarely seen 
Nintendo Dolphin promising 
to build on the severe 
^ lessons learnt from the 
/i^ ' Nintendo 64. They’ll also be 
> M bringing out an update to 
j their phenomenally 
: 7 successful handheld, the 
Gameboy. It’ll be called the 
y Gameboy Advance, and unless 
. i mountains are moved, this one 
looks like a guaranteed success. 
Finally, and maybe more interestingly, 
software giants Microsoft (whose 
hand is in the inner workings of the 
Dreamcast too) are launching a console 
of their own, codenamed the X-Box. 

With its combination of bitemet access, 
DVD playback facilities and powerful 
specs (it’ll be the first games console 
with a hard drive in it), perhaps It’s this 
unknown quantity that we should all be 
keeping our eye on. Still, we’d be 
surprised if Dreamcast 2 isn't brewing in 
some committee meeting somewhere - 
all of which means we should at least be 
seeing a few more groundbreaking 
games in the next few years... 
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Get the most from your 
Dreamcast games with DCM’s 
cheats, hints and codes... 


RESIDENT EVIL: 
CODE VERONICA 


Battle Mode 

Successfully complete the 
game on any difficulty setting. 
Battle mode will automatically 
be saved to the VMU, becoming 
selectable at the main menu. 
Note; to play battle mode in 
first person view, pick up Alfred 
Ashford's sniper rifle once he 
drops It on Disc 2. 



JIMMY 
WHITE’S 2: 
CUEBALL 


Cheat Mode 

Enter the snooker room and 
use Explore mode to view the 
stool. This should take you into 
a mouse hole. Look around to 
see the "Cheat Mode Activated" 
message. You can now play 
against all characters. 


CHU CHU ROCKET 



Sonic Adventure Chaos 

Successfully complete each of the 
twenty-five challenge mode 
levels to transform the mice into 
Chaos from Sonic Adventure. 

NIGHTS Angels 

Successfully complete each of the 
twenty-five mania mode levels to 
transform the mice into angels 
from NIGHTS. 


Hard Mode Puzzles 

Successfully complete all puzzles in 
Normal mode. 

Special Mode Puzzles 

Successfully complete all puzzles in 
Hard mode. 

Mania Mode Puzzles 

Successfully complete all puzzles in 
Special mode. 

-Jr 


ECW HARDCORE 
REVOLUTION ^ 




a 


Wrestle as Joel Gertner 

Win the Acclaim belt in 
Career mode. 

Wrestle as Tommy Rich 

Win the ECW World TV belt In 
Career mode. 

Wrestle as Cyrus The Vims 

Win the ECW World TV belt In 
Career mode. 

Wrestle as Taz 

Win the ECW World Heavyweight 
belt in Career mode. 

Wrestle as Louie Spicolll 

Win the ECW World Heavyweight 
belt in Career mode. 


All Jobbers 

Successfully defend the ECW 
World Heavyweight belt five 
times in Career mode. 

Wrestle as Beulah 
McGilllcutty 

Win the ECW World Tag Team 
belt in Career mode. 

Wrestle as The Sheik 

Win the ECW World Tag Team 
belt in Career mode. 

Wrestle as Judge 
Jeff Jones 

Successfully complete 
Tournament mode with 
Mike Awesome. 




HOUSE OF 

THE DEAD 2 


Score Display 

successfully 


At the main menu, press <>(2), 

complete Boss 1^^ 


<>(3). <=, <>, Start on a 

mode with all five red stars. 


standard controller or light gun 

Finally, get two stars in Fight All 


D-pad. If you entered the code 

mode. Then the “Continue" option 


correctly, a “0" score will 
appear at the top left portion of 

will change to "Free Play". 


the screen. 

Bonus Options in 

Boss Mode 


Rogan Costume 

Successfully defeat and obtain 


Begin a game in original mode 

a ranking for all bosses in 


and select the 2.0 Bullets and the 

Boss mode to unlock 


Double Score items from the 

“Emperor" and “Fight All 


trunk. Rescue all civilians except 
for the second person on level 4. 

Bosses" options. 

b 

Complete the game and enter the 

Play as Gary 

W 

bonus room at the end. A Rogan 

Use a controller in port B to play 

i 

Costume and an Infinite Credits 

as Gary instead of James in 

1 

item will be in the room. 

single player mode. 


Infinite Super 

All Items in Original 


Ammunition 

Mode (Japanese version) 


Successfully complete Training 

Successfully complete Training 


mode with a five red star rating 

mode on all five difficulty 


on each stage. Infinite super 

settings to receive all items in 


ammunition that kills with one hit 

will be unlocked. 

Original mode. 

Bonus Room 


Infinite Continues in 

(Japanese version) 


Original Mode 

Successfully complete the 


Successfully complete Training 

game without any hostages 


mode with all five red stars, then 

being killed. 


TEST DRIVE 6 


All Cars 

Enter “DFGY” as a name. 

All Tracks 

Enter “ERERTH" as a name. 

All Quick Tracks 

Enter "CVCVBM” as a name. 

No Quick Tracks 

Enter "OCVCVBM" as a name. 

Short Tracks 

Enter “QTFHYP’ as a name. 

$6,000,000 

Enter "AKJGQ" as a name. 

All Challenges 

Enter “OPIOP" as a name. 



No Challenges 

Enter "OPOlOP" 
as a name. 

Disable 
Checkpoints 

Enter “FFOEMIT" as a name 

Enable Checkpoints 

Enter “NOEMir as a name. 

Stop The Bomber Mode 

Enter “RFGTR" as a name. 
Alternatively, catch all the 
speeders on the Paris. Rome. 
New York, Hong Kong and 
London tracks in cop 
chase mode 












































CHEiTS £ TIPS FOR OYER 5000 GAMES 


y I rOU'lE STIll 

i STUCK! 

(AIL ME 

^ V A SIMPLE CALL AMD YOU YE COT THE CHEAT! 

TIMB SAVING FUNCTIONS FOR USB DURING YOUR CAU 
PRESS TO RESTART SERVICE PRESS ^ TO MOVE BACK ONE STEP 

f»ERSOIMS AGED DIMDER 1^ CALL XK-IIS NLI^MBER OtMLY 


VIRTUA STRIKER 2: 
VERSION 2000.1 


Calls to the aha^e numbers cast bOp a minute 

Dm servKf siNuU omIv bi used willi tiie ofreemeet uf the perm res|wi«ye lor pay*) the hi. (dk lo Hit mimbtr for peisoiK ofod mdor 14 yoors hove o iHxnuii tost el 
£ 3 . 00 , fhe (ol wi he terminaled by fonod reieose ofter S nimies (oNs to the mwiiher Im persons ofed 16 years and over hove no iMunMii rost end rol tone restrktioas 
Enswe yon ore colng Iron o touch tooe phone Ploon pnt ronmeats or lyooties in •rttif to kttmfive kkem IhL, I Gronh MM, PITS 5AA 

oral CiJSTOAACnr SERVICE: 0800 108278^ 

Check out our new web she of www.cKoat.^unlJmefcd.com 


EVOLUTION 
2: DISTANT 
PROMISE 


SEGA GT 
HOMOLOGATION 
SPECIAL 




MVP Yuki Chan Team 

Select Arcade mode, highlight “Yugoslavia" 
at the team selection screen, then press 
Start. Highlight “USA" and press Start. 
Highlight “Korea" and press Start. Highlight 
"Italy" and press Start. The MVP Yuki Chan 
team will now appear above Japan. 

FC Sega Team 

Select arcade mode, highlight "France" at the 
Team Selection screen, then press Start. 
Highlight "Chile" and press Start Highlight 
"South Africa" and press Start. Highlight 
"England" and press Start. Highlight 
"Germany" and press Start Highlight 
“Argentina" and press Start. The FC Sega team 
will now appear in the corner of the screen. 


Bonus Stadiums 

Select Match Play mode and choose both 
teams. Highlight the Sun Paragon, Arcadia 
Hill, Guild Fend, Crystal Ball, Central 
Square Garden. Triumph, or Harvest 
stadium, then hold Start and press A to 
unlock the first bonus stadium. Highlight 
the Diva Geo. Maestro Colosseum, or Saint 
Globe stadium, then hold Start and press A 
to unlock the second bonus stadium. 

Play as Bean 

Select Arcade mode and select FC Sega as the 
opposing team. Vi/ait until there are only 
fifteen to thirty seconds remaining and then 
kick the ball off the field to stop the match. Go 
to change players and Bean will be available. 


Cheat Mode 

Successfully complete 
Championship mode 
without using any tokens, 
to unlock all tracks, cars, 
skins, and other 
cheat options. 

Cheat Sheet Option 

Win the Rally Days 1 race 
without collecting any 
pick-ups. 

Race as Bebe 

Lose the Cowdays race 
without getting any health 
pick-ups. 

Race as Big Gay Al 

Win the Pink Lemonade race. 

Race as Cartman Cop 

Hit Chicken Lover five times 
with the salty balls in the 
Read A Book Day race. 

Race as Damian 

Win the New Year’s race and 
be the only racer to touch 
the Millennium key. 

Race as Death 

Win the Halloween race after 
only dropping off four 
candies at a time. 

Race as Grandpa 

Win the Halloween race. 


Race as Ike 

Collect the hidden pick-up 
on top of the airplane in the 
Memorial Day race. 


Race as Jesus 

Win the Christmas race. 


Race as Marvin 

Win the Thanksgiving race 
without collecting any turkeys. 


Race as Mephisto 

Win Independence Day race. 


Race as Mr. Garrison 

Activate all four checkpoints 
on the Rally Days 2 race. 


Race as Mr. Mackey 

Win the Spring Cleaning race. 


Race as Ned 

Collect over twelve turbo 
pick-ups (caffeine, 
Terrence, Philip, etc.) in 
the Independence Day race 


Race as Pip 

Only activate checkpoints 
one and four on the Rally 
Days 2 race. 


Race as Satan 

Win the New Year’s race. 


Race as Shelly 

Collect the three hidden 


pick-ups in the Valentine's 
Day race. The first two are 
located at each tower. The 
third is found behind the 
Skater picture in the jungle. 


Race as Terrence 
and Philip 

Collect the four hidden pick¬ 
ups in the Christmas race. 


Race as Tweak 

Collect five caffeine pick-ups 
in the Spring Cleaning race. 


Race as Visitor 

Collect the hidden pick-up 
above checkpoint one and 
the pick-up that is between 
checkpoint four and the 
wood bridge in the Memorial 
race. 


Bypass Dialogue 

Before a move is made during a battle, 
press B. 

Alternate Costumes 

At the character selection screen, 
press X. 


WSK Races 

Complete each of the official races and event 
races to unlock the first ending sequence and 
WSK Races. The WSK Races are the Front Drive 
Car Cup, Rear Drive Car Cup and 4 Wheel. 
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AERO WINGS 


1 PubKsher | Crave Entartaininent , 

^ a ^ 

1 Playert: 1-2 • Revlaweil: Isam 8 

D 


Being the first flight sim to grace the 
Dreamcast format, you’d expect its 
creator to go all out and try and set a 
standard high enough to make 
competitors quake in their collective 
boots. Alas. Crave opted for the 'bang 
it out in time for C hrimbo’ approach 
leaving quality as a mere afterthought. 
Basic graphics, bog standard 
gameplay and a bastard challenge 
await Red Arrow fans everxAvhere. so 
unless you go to Farnborough every 
year, steer well clear. 



/Vmiada is a challenge and a half. You’re 
thrown into the thick of the action from 
the start and it takes a while to get into 
the swing of things. Kill enemy ships to 


collect money to buy weapons, and 
become the best fighter pilot since Hans 
Solo graced the starrv skies, ^bur eyes 
^^ill have to be l(K)ked at after a few' 
hours-worth of pla\, as the graphics and 
principles behind the game could leave 
\ou seeing sUirs. lliis will be one of those 
misundersto<xl games that no one thinks 
about buying and all we can say is — pity. 



BUGGY HEAT 


PuMstier I Sega 


Players: 1-2 • ReviewHl; Issue 3 




In Sega’s efforts to ensure all genres 
were covered on launch day. Blue 
Stinger was on call to cover the 
action/adventure end of the 
operation. It’s no Resident Evil, of 
that there’s no doubt, but what it 
offers is a strong character driven 
game with all the elements to make 
it a strong back catalogue title. 
Forgive the slightly dodgy control 
system and you’ve got a game to keep 
you going while you’re waiting for 
Res Evil Code: Veronica. 


How could Sega do it? Surely they 
wouldn’t rely on the new technology 
behind Dreamcast to sell a hunk of 
junk masquerading as a decent 
game? Well it looks like they did and 
Buggy Heat is that hunk of Junk. 
Graphically uninspired and 
fundamentally flawed in both 
control and challenge. We’d like to 
think that Sega look back on this 
and hang their heads in shame. 

‘Why did we put our name to this 
pile of poo?’ they’ll say. 




DEADLY SKIES 


1 PubNstwr I Konami . 


1 Players: 1 • Reviewed: Issue 6 

. 0 J 


Another flight sim is offered up and 
we’re afraid to say it doesn’t go 
anywhere no-one’s been before. Fhe 
graphics are dull (with the exception 
of the replays that is), the action takes 
place at almost a snail’s pace and there 
are splendid features that were in the 
import version that have been 
carelessly taken out. The missions 
aren’t exactly inspiring either. Maybe 
the aviation enthusiasts out there will 
be pleased w ith the w ide range of Jet 
fighters on offer hut there’s really nowt 
else to keep you occupied through the 
evenings. Stick with Incoming for now 
in the hope that some developer, 
somew here, is working on a fast and 
furious sky battle which really gets the 
adrenaline pumping. 


CHEFS LUV SHACK 


I Publisher | Acetoim 


PteyM*s: 1-4 • Ravlewad: Issiie 8 


CRAZY 


It contains ail the voices of the crazy 
South Park crew, peH'ect cartoon 
animation and all the comedy touches 
that made the series the success it is. 
But... It’s Just a hl(M)dy quiz game with 
a few mildly amusing sub-games 
stuck on the side. In its defence, 
it’s a great way to end an evening 
down the pub (as long as you’re 
a fan) and it is available at a 
slightly knocked dow n price. But 
that’s vour lot. 


I PuMsher I 


Possibly the best arcade 
conversion yet! Crazy Taxi 
doesn’t Just mirror the 
arcade version perfectly 
and have equally beautiful 
graphics, it also has added 
game modes for some 
extra longevity. Steer 
your cab round heavy 
traffic with haste and precision and your tips will 

come flying in. Deal with angry punters and deliver the vicar to the church 
on time and your name will be in the number one rankings spot before you 
know it. Pure unadulterated quality gaming, without question. Buy it or you 
won’t be able to call yourself a Dreamcast gaming guru! 




EDBE 


GAMING, 


M O NTH Lj 
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ECW HARDCORE 
REVOLUTION 


PuMMier Acclaim 


Players: 1-4 • Revieweil: Issue 7 


It s good, but not great. Although it's 
streets ahead of the rushed-out 
PlayStation port WWF Attitude, it's 
still pretty obvious the game engine 
was written for a less powerful 
machine and tweaked. There are 
plenty of cool moves (400 altogether), 
and weapons that cause some serious 
physical pain, like cheese graters, 
shovels and ladders. You won't he 
disappointed if you buy it, but it won't 
be long before another Dreamcast 
grappler blows it clean out of the ring. 


FIGHTING 
FORCE 2 


rnDHtlMr tNlliS 


Players; 1 • Reviewed: Issue 4 


FF2 


While not as easy on the eye as 
luscious Lara Croft, Hawk Manson 
(star of Fighting Force I and 2) 
offers some sharp moves, a cool 
first-person mode and loads of 
macho attitude. Though at heart 
the game’s a scrolling beat-’em-up, 
has some adventure elements 
to keep you on your toes. 
Graphically speaking it offers 
some excellent locations for 
fisticuffs but is let down at 
times by bland opponents. It’s 
not gonna win any awards, 
but it’s got more than 
enough to keep fans of the 
genre happy until the likes 
of Soul Reaver hits the street. 


IMONTHLY 


Another terrible embarrassment for 
Sega here and not enough in its 
defence to save it from various EB 
bargain bins around the country. 

TTiough there’s an abundance of 
different moves and combos on offer 
there just aren’t enough stages to keep 
any player entertained for more than a 
couple of hours. Multiplayer mode 
might warrant another bash, but half an 
hour later you’re going to be done. 

Don’t cause your wallet any 
unnecessary pain — it’s just not worth it. 



EVOLUTION 


Pubistmr | Utdloft 


Players: 1 • Reviewed: Issue 5 



Hmmmm, a bit of a disappointment, 
then. It’s frustrating to see old-style 
role pla\ing games when the 
Dreamcast gives developers the 
opportunity to deliver games such as 
Shenmue. Cartoon-style characters, 
turn-based battle scenes, monsters, 
minions and spell casting — classic. As 
long as you like that kinda thing. So, it 
received the not-so-good score of four 
out of ten, a pity as some gamers like 
the traditional RPG formula, but the 
best is surely yet to come. 




Video Systems have had several 
successes on the PSX and N64 but 
FI World GP on the Dreamcast really 
isn’t going to join those ranks. T here 
are several reasons for this (including 
tw'itchy controls and bog standard 
graphics), but the biggest and most 
unforgivable is tbe slowdown that 
occurs with hea\y traffic. Monaco GP 
doesn’t have that problem, so why 
should this? T he Dreamcast is 
capable of so much more. 



INCOMING 


Players: 1-2 • Reviewed: Issue 1 


With the Dreamcast already being 
over-run with various t>pes of driving 
games, Midway had to come up with 
something different and there’s no 
doubt they managed it with Hydro 
Thunder. Super speedboat racing, 
complimented with super cool 
graphics and sound FX, really gets 
things off on the right foot. But 
having only one game mode and 
frustrating gameplay kind of levels 
things out though. Moments of genius 
and hair tugging alike. 


Incoming represents the upside of direct 
PC ports. It’s go<xl looking, very playable 
and probably more suited to a console 
anyw'ay. What it lacks in tactical depth it 
makes up for with arcade style action. 
Loners may find it a little repetitive, but 
split-screen mode works w ell and as a 
p>ost-pub blast it’s hard to beat. With 
stripped-back gameplay that’s light on its 
feet and hea\y on visual action. 
Incoming’s a cheerv' bimbo who’s so 
pretty you can’t help but love her. A real 
must for flight sim fans. 
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JO JO’S BIZARRE 
ADVENTURE 


Playsrs; 1-2 • Reviewed: Issue 7 / 


I 


Whilst Jo Jo’s Bizarre Adventure is 
certainly based on the classic Street 
Fighter series in terms of both look 
and gameplay, it quickly veers off into 
new territorv' and becomes a genre¬ 
blurring adventure of epic proportions, 
where the fights actually have a 
purpose. You*ll find yourself on an epic 
journey of discover), during which a 
plethora of varied game styles are 
utilised. One minute you'll find 
yourself in a simple one on one bout 
against a human opponent and the 
next minute you’ll be playing poker in 
a swanky casino. No, really. 


MORTAL KOMBAT GOLD 


MILLENNIUM SOLDIER: 
EXPENDABLE 


Players: 1 • Reviewed: Issue 1 


Players: 1-2 • Reviewed: Now ws have 


[arjMtfKasfl 


MQniAL KDMhAI 


The first MDK title was good, but this 
one’s bt'tter. Not only do you get to 
control the old hero Kurt, hut also 
Max (remember him?) and the mad 
inventor Dr Hawkins. T he graphics are 
(put simply) amazing and the 
en\ironments you explore are massive. 

All the weapons from the original 
are still there, as well as some new 
ones to get to grips with. This'll keep 
you amused for weeks, and then some. 
Definitely one of the Dreamcast's 

best adventure games yet. 


MONTHLY May 2000 


Just from the intro sequence you can 
see this title is going to offer 
something special. The graphics and 
the chilling storyline and sound effects 
add to the gameplay and bring this 
title on a par with such DC titles as 
Shadow Man and Resident Evil. 

Expect loads of puzzles, some a 
little more challenging 
than others, and a 
constant plot 
movement that 
Just pulls you in. 

Stop the praise 
now, it’s sickening 


Expendable veers away from the 
current fashion of 3D shooters. Its 
developers. Rage, aimed to recreate 
the best elements of classic shooters 
like Ikari Warriors and Commando, 
and they've mainly succeeded. Deep 
it ain’t, and it could have been | 

prettier, but there’s plenty of hea\'y' 
blasting action to disperse life’s little 
stresses. Get a mate to fight 
alongside you and you’ve got yourself 
a much better game. 


PuMIsliar MMwty 


When DCM had to rank all the 
Dreamcast games of 1999, all war 
broke out. With Soul Calihur at 
hand, the number one placing was 
easy, but the lowest position, 
number forty-one, was a different 
matter. How do you decide w'hich is 
the worst of two games with no 
redeeming features? Well, 
somehow MKG managed to fend off 
Psychic Force 2012, but all this 
means is that it’s less exceptional 
at being crap. Even worse than 
the film. 


JIMMY WHITE’S 2: 
CUEBALL 


Publistier Virgin Interactive 


Playera: 1-2 • Reviewed: Issue 8 


Cueball’s developers. Awesome, have 
almost lived up to their name with this 
splendid snooker simulation. Obviously 
it doesn’t test the Dreamcast’s powers, 
but the physics are spot on, and the 
graphics genre-leading. TTie game 
sufTers a little without the aid of a 
mouse, but play still runs smoothly 
enough. As our only current sim, it’s 
out on its ow n and endlessly 
entertaining, not unlike Jimmy himself. 


Jimmy White’s 2 


MARVEL VS CAPCOM 


PuMisliar VIrgii Interactive 


Players: 1-2 • Reviewed: Issue 3 


On a console well known for its 
leading 3D fighters, 2D battles on. 

And with more shine and variety than 
Street Fighter Alpha 3. MVC is 
perhaps the best of the bunch. The I S 
cartoon super heroes will take a 
splendidly long time to master and 
there’s no shortage of big spangly 
moves. An all-new four-player tag-team 
option is also a great bonus. The 
controls can take some getting used to, 
but as 2Ds go, it’s a bit of a Mar\el 
(and a bit of a Capcom as well). 


LEGACY OF KAIN: 
SOUL REAVER 


Players: 1 • Reviewed: Issue 6 
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As a direct port from the classic NBA 
Jam arcade series, there’s plenty of 
simple button bashing fun, and a top- 
notch multiplayer mode. Unfortunately 
the game hasn't been sufficiently 
tweaked to suit the needs of the more 
demanding console player, especially 
when that console is the Dreamcast. 
There's a distinct lack of options and 
the graphics are substandard. With 
four players the game really comes to 
life, otherwise there's just no pulse. 



NFL BLin2000 


I 


Players: 1*4 • Reviewed: Issue 4 


A splendid arcade style title that 
does away with complicated plays 
and lets you straight into the action. 
And the control system mirrors this 
simplicity, using only three buttons 
for a w ide variety of actions. 
Graphically it’s less inspiring, but 
with such rich and smoothly flowing 
gameplay, who cares? As any 
toothless player will tell you, it's 
beauty on the inside that counts, and 
Blitz 2()0()’s bursting with it. 


NFL QUARTERBACK 

Playtn: 1-4 • RtviewnI: btut 4 "J 


PEN PEN 


1 PutiRslier I Inlogrames _, 

^ 7 ^ 

1 Players: 1-4 • Revlewfld: ItstM 3 

7 


Where Blitz 2000 is a big dumb (but 
good) blocker. Quarterback is a 
more sophisticated, well. 
Quarterback. Exhibition. Playoff. 
Season, Historic Sim, Custom Sim 
and Practice modes allow you to 
recreate all the game’s complexities 
to an impressive degree. So if you're 
looking for a hard-core sim, this 
one’s for you. Otherwise look left a 
couple of inches, and save yourself a 
lot of hassle. 


If mutated penguin racing is your 
game, this'll be right up your street. 

It’s one of those weird concepts that 
Just doesn’t make sense outside of 
japan. AnvAvay, Just for the record 
there are seven Pen Pens, twelve 
tracks and a multiplayer mode for 
those willing to disclose their 
ownership to others. I don't know, 
maybe I Just don’t get it. Maybe there's 
a hidden message, like that song: Lucy 
in the Sky, with Diamonds... 





RACING SIMULATION: 
MONACO GRAND PRIX 


I 


Pteyera: 1-2 • Revwwtil: Issue 1 


Isn't it frustrating how the Japanese get 
everything first? Well Monaco GP 
presents one of those rare occasions 
when we actually bc*nefit fnim the delay. 
lEe once bland game received a vital 
face-lift before its UK launch, and now 
looks superb. TTie lack of a licence 
means true FI fans might feel a little 
lost, but there are plenty of redt'eming 
features. Simulation Mcxie is 
impressively realistic and .Arcade Mode 
insUintly playable. A pretty gtx)d start as 
the Dreamcast’s premiere sim. 


PSYCHIC FORCE 2012 


I PiMislier Bdos 


Players: 1-2 • Reviewei: Issue 1 


Power Stone is a must for all beat-’em- 
up fans. If you don't already know, it’s a 
one on one fighter with a difference. A 
series of three different gems appear 
periixJically around the screen. Grabbing 
them (or beating them out of your 
opponent) enables you to unleash a 
wider range of attacks. Backgrounds are 
also highly interactive and there's a 
large arsenal of weapons 
to be found. The only 
problem with this 
game is Soul Calibur, 
which is better. 








Oh dear. Potato seem to have had a 
fair few problems with their 
Dreamcast debut. It’s awkward, ugly 
and quite frankly, crap. A bench¬ 
mark in failure. As much fun as 
stepping in doggy doos, slipping up, 
and then falling in it. Am I getting 
through? Its main achievement was 
being voted the worst game on 
the Dreamcast in ‘99. Let's hope 
it retains that lowly title for 
many years to come. 
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RESIDENT EVIL 2 


Playars: 1 • Revieweil: Issiie S 


1 Pubislnr | UM Soft , 
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SEGA RALLY 2 


San 


Playars: 1-2 • Reviewed: btue 1 


Sega’s flagship racer is e\ er\lhing you’d 
expect, with heaps of cars and tracks and 
gloriously sharp graphics. There are loads 
of nice touches including ostriches 
running across the tracks and onlookers 
pla>ing chicken v\ith your car. Slowdown, 
although rare, is evident and there could 
have been more of a challenge, but these 
factors barely detract from one of Sega's 
many leading arcade experiences. This 
will alwav^ remain a classic. 


READY 2 RUMBLE 


Players: 1-2 • Reviewed: Issue 3 


The game that made the Drcamcast's 
launch rumble. This was the only title 
to really fight its corner in the all 
format charts, and for many good 
reasons. Each cartoon-like boxer is 
superbly animated and full of character, 
making competitive matches that little 
bit more personal. In Championship 
Mode you get a gym and three 
characters to train. But look, this 
game’s just way too big to be summed 
up here, so go the distance dovvTi to the 
shops and you’ll come back a winner. 


SEGA WORLDWIDE 
SOCCER 2000 


PuMsImt Ssga 


Players: 1-4 • Reviewed: Issue 4 


Sega’s flagship racer is evervthing you’d 
expect, with heaps of cars and tracks 
and gloriously sharp graphics. There 
are loads of nice touches including 
ostriches running across the tracks and 
onlookers playing chicken with your 
car. Slowdow n, although rare, is 
evident and there could have been 
more of a challenge, but these factors 
barely detract from one of Sega’s many 
leading arcade experiences. This will 
always remain a classic. 


SEGA BASS FISHING 


I 


Players: 1 • Reviewed: Issue 8 


TinRT MisR OUT.O N JRF 


NEXT 


Acdain 


yi 


Twenty toy cars have Re-Volted 
against their captors and made for a 
pretty creative racing game. The 
PlayStation version was at best 
unremarkable but 96 extra bits have 
made all the difference. There are 20 
cars altogether and a wealth of 
weapons including water bombs, 
fireworks, turbos, oil and electrical 
charges which drain your opponents’ 
batteries. There are slight glitches 
with the handling, but a big bag of 
original touches puts Re-Yblt in a 
league of its own. 


RAYMAN 


ITiis may be some people’s idea of a 
cutesy platformer but we say othenvise. 
What Sonic Adventure was lacking 
(which wasn’t a lot), Rayxnan 2 more 
than makes up for. Stunning cartoon 
graphics and a SpvTo-inspired 
soundtrack blend easily with the 
constantly evolving gameplay seen 
throughout. The characters themselves 
are distinguished perfectly through their 
distinct personalities, and the puzzles, 
tasks, bosses and sheer variety will keep 
you amused for weeks, possibly' days 
(depending on how immersed you are). 
Don’t miss out on the next generation of 
the 3D platform genre. 


It’s had its day on the PlayStation and 
now, for some reason. Virgin have 
decided to keep the momentum 
going on the Dreamcast before 
we’re treated to Code Veronica. 
There’s probably no need to tell 
you that it will always have a 
special place in all of our hearts, 
but there’s just nowl new to get 
your teeth into. .All the characters 
are still there, namely Claire 
Redfield, and the Umbrella 
Corporation is still up to its old 
tricks. Get yourselves a copy if you’ve 
never before experienced w hat is Res 
Evil’, otherwise bide your time folks — 
it’ll be worth the wait. 


128 bit technology, online gaming and, 
er, fishing. But not just any old fishing. 
This is undoubtedly the most 
comprehensive, realistic and enjoyable 
fishing game ev er. Arcade Mode involves 
catching as many bass as you can in one 
of three areas: Lodge, Cape and Inlet. 
Original Mcxle allows you to take part in 
the SBKA Amateur Tournament, 
including five stages set during morning, 
noon and evening. Leave your wellies in 
the loft and give Sega Bass a go — I 
guarantee it’ll reel you in. 
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SHADOW MAN 


SLAVE ZERO I S NOW SURFERS 

Playen: 1-4 • Rcviewei: Issue 5 0 J Ptoyert: 1-2 • Reviewed: teine 1 U 
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Playen: 1 • Reviewed: Issue 4 
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You play the part of a student-turned- 
assassin who has been given the 
chance to atone for his sins by saving 
mankind from impending doom. Armed 
with various weapons and de\ices, you 
can blast and flame your enemies and 


even look them up in secret FBI files. 
Tlie character movement has been 
noticeably improved since earlier 
versions, with quicker responses and 
less slugging around. If you can handle 
an irritating camera and a big dose of 
trial and error, you’ll quickly find 
yourself trapped in this wonderfully 
hideous world. 



nnTi QiiinKiYFIND vniiRf^FiF 

TH S WnNDERFULLY 






Infogrames are just pulling out those 
decent games right left and centre at 
the moment. Showcased in issue 5, 
Slave Zero is a feast for your eyes. You 
take control of a 60-foot biomechanical 
war machine to put an end to an exil 
dictator’s cunning mission to take over 
the city of SI-9. Loads of destructive 
weaponry, 13 levels and graphics to 
salivate over - what more could we 
possibly want' Online playability 
perhaps? Four players can have a bash 
at Deathmatch mode, which will 
suffice. A worthy score for such an 
action-packed game. 



SOUL FIGHTER 


PubHsher | Mhidscape 

^ r 

) ‘I 

1 Players: 1 • Reviewed: Issue 3 

( 
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Following the success of the 
PlayStation trilogy, the Dreamcast 
should have taken Cool Boarders to 
another level. Unfortunately 
something has gone very wrong, and 
the UK version has been renamed 
Snow Surfers. There are seven 
courses all together: pretty meagre 
compared to Cool Boarders 3’s 36. 
On top of this the game’s music and 
image is generally more ’acceptable’ 
than ‘cool’. Graphically it’s top 
drawer, but there just isn’t enough 
depth or playability to warrant the 
asking price. 




SONIC ADVENTURE 


1 SOUL CALIBUR 

1 Publisher I Seia . 

n ^ 



PubHsher Saga , 

n ^ 

Players: 1 • Reviewed: Issue 1 
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1 Players: 1-2 • Reviewed: Issue 1 
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Sega’s flagship hog returns in his first 3D 
adventure, with splendid success. Aside 
from Sonic there are five characters to 
control, each with their own tailored 
abilities. You can also control a robot 
called El02 GAMMA, along with his 
laser guided weaponry. Fhere arc three 
massive adventure areas to explore: 
Station Square, My-stic Ruins and the 
Egg Carrier (Dr Robotnik’s space ship). 
Despite unfortunate technical glitches, 
including an irritating camera. Sonic has 
firmly recaptured his post at the forefront 
of platform and adventure gaming. 


Probably the best beat-’em-up in the 
World. No, just kidding, this IS the best 
beat-’em-up in the World, and by quite 
some distance. Having ruled the 
PlayStation with their Tekken and Ridge 
Racer series, Namco have already 
established themselves as masters of the 
next generation. Soul Calibur is simply 
the most play able, challenging and 
graphically awesome game ever. It 
laughs in the face of Virtual Fighter 3tb, 
allowing you to run in eight directions 
around the ring. If y-ou haven’t already 
got it, well, I don’t know why we bother. 


May 2000 


meamiasf 


.After the disappointment of Dy namite 
Cop, the Dreamcast was still in need 
of a decent scrolling beat-’em-up and 
Soul Fighter fits the part nicely. 
Choose either a warrior, a magician or 
a girlie, ignore the sketchy plot and 
kick some serious monster arse. The 
lack of a two-player mode is a real 
downer, but there’s plenty of challenge 
which goes some way make to making 
up for it. A great example of old school 
action polished up by your Dreamcast. 


Speed De\ ils is an American muscle car 
racer with a twist. Your base in 
Championship Mode is the garage, from 
w hich you can purchase and upgrade up 
to three cars at a time. To progress 
through the game you’ll need some cash, 
w hich can be earned in several ways 
including spending the most time in the 
lead, busting police radars, winning the 
race and winning bets set by your 
opponents. There are 12 cars, 13 tracks 
and a great multiplayer mode. 
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TEE OFF 


Players: 1-4 • Reviewed: Issue 5 


What a cool game. WTiether n-ouW just 
got back from the pub or you Just want a 
quick round, this title is satishingly tash' 
enough for your gaming palette. It’s ver>' 
cartoon-style (not dissimilar to 
E\'erybody’s Golf on the PlayStation) and 
the intro sequence screams Japanese 
from ail cre\ices. It has loadsa game 
modes, nice-looking characters and if the 
backgrounds were a little less basic it 
would almost be wurth a nine out of ten. 

Four player is almost too competitive, 
so be careful not to lose your closest 
friends. Someone’s going to have to go a 
long w ay to better this golf game. 


SUZUKI ALSTARE 


PuMsher UM Soft 


Players: 1-2 • Reviewed: Issiie 3 


Speed Demon developers Criterion 
had one main objective here: to 
make the fastest, smoothest racing 
game around. They’ve recreated the 
Suzuki Alstare team along with six 
GSXRs, from the standard 600 to 
the insane superbike 750. The game 
manages to blend top drawer arcade 
action with a very realistic edge 
drawn from Suzuki’s considerable 
input. The helmets and bikes are 
modelled from the real things, the 
tracks are entirely fanciful. Handling 
is over-simplified, but the speed is 
totally pure. 


STREET FIGHTER 
ALPHAS 


PuMIslitr VlPfllii Interactive 


Pliyers: 1-2 • Reviewed: Issue 8 


Street Fighter Alpha 3 is, well. Street 
Fighter .\Ipha 3. It holds very little 
over the PlayStation version, aside 
from small graphical tweaks and a 
bundle of extra game modes. On the 
plus side there are hundreds of 
moves, but some are a little awkward 
to pull off. If you’re a big fan of the 
genre and 2D doesn’t bother you this 
will certainly keep you happy. 
OtheiAvise, leave well alone. 


THE HOUSE OF THE 
DEAD 2 


Players: 1-2 • Reviewed: Issue 1 


Sega’s classic arcade shooter has been 
brilliantly converted to the Dreamcast. 
There are no discernible graphical 
differences and all the gory violence 
remains, lake out the monsters and 
look after the innocent people to find 
the quickest route to the evil inventor, 
Goldman. Enemies range from face¬ 
sucking frogs to axe wielding zombies. 
It’s annoying that you have to start the 
game from the beginning every time 
you lose, but it’s still the sharpest 
shooter around. 


TOKYO HIGHWAY 
CHALLENGE 


PuMstwr Crave Entertaimnsfit 


Players: 1-2 • Reviewed: Issue 3 
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STREET FIGHTER 
DOUBLE IMPACT 


Players: 1-2 • Reviewed: Issue 7 / 


If 2D fighting is your bag, there’s no 
doubt that Capeom's latest scrapper is 
the cream of the crop, offering the best 
in graphics, character design, and 
gameplay mechanics to date. The only 
original characters left are Ryu and 
Ken (and a secret appearance by Ciouki 
— surprise, surprise!). The only truly 
weak point of Street Fighter Ill is the 
lack of a serious long term challenge. 
World Tour .Mode is sorely missed 
here, leaving nothing much more than 
.Arcade and Versus modes. Great for 
Street Fighter fanatics, but there’s Just 
not enough for more casual players. 


ICLASSIC OF OUBJLIME 


MONTHLY 


Pick one of 24 cars and race along 
Tokyo streets at night. Sounds great, 
and for a while it is, but as you make 
your way through 134 different 
opponents, the action all becomes a 
bit samey. The courses are well 
designed, but when compared to 
Speed Devils there Just isn’t as much 
variety. Winning and losing is 
determined by a time-lag sy stem: fall 
too far behind and you’ve lost and 
vice-versa. Graphically flawless but 
lacking any real depth. 


The long and short of it is that 
Tomb Raider: The Last 
Revelation is a classic of our 
time and a game that is so 
involving that days can turn to 
nights and back again before 
you realise you’ve missed an 
entire night’s kip. Tomb Raider: 
TLR offers Dreamcast fans the 
highest quality production 
values, the best presentation 
and greatest gameplay anyone 
could hope for. If you’ve ever 
had doubts in the Dreamcast’s 
abilities, they sure as hell 
should be history by now! 























VIGIUNTE 8: 
SECOND OFFENSE 


PuMstwr Activision 


Players: 1-4 • Reviewed: Issue 5 


It*s just a whole lotta gun blasting, truck 
chasing drivel. No, that's unfair, it's really 
not that bad but it dixfsn't come close to 
the original effort found on the 
PlayStation. Ihe best feature b\ far is the 
multiplayer w here up to four of you can 
slog it out — it's stress relief if nothing 
else and as Simon so rightly said: 'It lacks 
soul'. Graphics are gcxKl, there are lots of 
characters to choose from and a whole 
host of w eapons for the taking, but it Just 
ain't got w hat it takes to make the 
Dreamcast grade — sorT> ! 


TRICK STYLE 


Players: 1-2 • Reviewed: Issue 2 


UEFA STRIKER 


Players: 1-4 • Reviewed: Issue 2 


VIRTUA FIGHTER STB 


! PuMstier | Saga 

^ 7 

1 Playars: 1-2 • Reviewad: Issue 1 
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Perhaps the weakest of Sega's flagship 
games, V'irtua Fighter 3tb seemed to 
suffer somewhat from hurried 
development and testing. All the usual 
fighters are present, along with a 
decent gathering of fresh characters, 
but graphically the title already looks 
dated. The lack of twin shoulder 
buttons on Sega's pad also causes 
problems. Even though it was a 
launch title, beat-'em-ups have since 
progressed leaps and bounds. Basically 
Virtua’s generally a solid title, but it's 
dramatically dwarfed by the likes of 
Soul Calihur. 


VIRTUA STRIKER 2: 
VERSION 2000.1 


PuMstwr Sett 


Pliyers: 1-2 • Revwwud: Issue 5 


Virtua Striker has always been 
welcomed with open arms in the 
arcades and with the Dreamcast around 
it's an easy cash in to make by releasing 
this title. But give us UEFA Striker or 
Worldwide Soccer any day, we say, as 
although this is a big, flash e.vimple of 
what the DC can do there simply isn't a 
playable game attached. It hasn't got a 
ver>' pick-up-and'play philosophy, you 
Just take thrashing after thrashing — 
learning curNe- What learning cune? 
Looks g(MKJ. Plays bad. 


WETRIX+ 


Toy Commander surely rules the realm 
of original gaming concepts. You must 
lead your toys through increasingly 
tricky tasks to prove you're still the 
boss. And toys being toys, normal rules 
don't apply: you can sur\ive massive 
falls and collisions and even drive up 
the walls. In gameplay terms there's a 
bit of everything, from frantic .Mario 
Karting through to Tomb Raideresque 
progressive platforming and 
exploration. .A splendid compound of 
e\’erxthing you love about game. 


VV'ith their stunning Dreamcast debut. 
Criterion have lifted snowboarding to 
a new' level. There are nine 
cyberpunks to control, each with 
their own stats on speed, strength, 
power, and skill. Five boards are 
available from the start and more can 
be earned by beating the 
bosses. There are loads of 
excellent courses spread 
over several different 
countries including the 
UK, USA and 
Japan. Graphically 
it's right up there 
with Sonic and a 
comprehensive two- 
player mode is the icing 
on the cake. 


With Expendable and Le Mans 
already under their belt, Infogrames 
have marched proudly (if a little 
late) onto the pitch. In pure 
gameplay terms it can't better ISS 
Pro, and you might find the controls 
slightly awkward at first, but given a 
chance. Striker does have its 
moments. Some areas of play such 
as shouting have been made easier 
and the game flows well. But let's 
not sell it short. It's a great 
looking game that offers a quite 
deep yet still highly enjoyable 
sporting experience. 


1 PuMstwr 1 Taka 2 Intaractiva 
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This pu77Jing title could be described as 
an underwater Tetris. All you have to do 
is construct lakes on a platfomi to catch 
blohs of water and to prex ent your flask 


from spilling over. ITiere are obstacles to 
get oxer such as hombs and earthquakes, 
but for a true pm this shouldn't pose a 
pmblem. Have a bash at two player and 
xxju'll be entertained for hours. This is 
the best puz/le game for the Dreamcast 
yet - other than Tetris 4D, that is. 


abash 


A 


Ynil'M RF 


FOR HOURS 






May 2000 


112 


mFoihwsfi 


MONTHLY 

































Although not really challenging Sonic or 
Soul Calibur in the graphical stakes, 
Wild Metals gameplav is right up there 
with the rest. Combining the right 
amount of strategy with the perfect 
sprinkling of action, this game has a 
little of eveiything. Action takes place in 
very desolate envlninments and you 
choose from many uniquely designed 
battle tanks to take on the various 
enemies you encounter. Ilie missions 


With more weapons, redesigned 
terrains and e.vtra game modes this 
classic title is best on the 
Dreamcast. There are now fifty five 
weapons, including new additions 
such as the skunk, which detonates 
with a potent pong that leaves your 
opponents spluttering for the rest 
of the game. All the usual options 
are there allowing you to name 
your own worms (Jarvis, Joe Brand, 
@?@^?! etc.), set a time limit on 
the completion of each move and, 
of course, choose your teams 
special weapon. Splendid. 


are challenging to say the least and after 
playing it for around...ooooh...ten 
minutes, you'll be hooked. It’s the first 
real strategic title for the Dreamcast and 
lake 2 Interactive sure have done 

_ themselves and us 

rather proud. 


T B l S. a 4 SS l f.T I T LE.IS 
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not quite as fast and furious as 
THOTD 2 for starters and although 
there's plenty of cool weapons for 
your characters to get hold of (the 
flame thrower being our particular 
favourite) it's just not the same 
without being able to use the 
lightgun. The one thing that will put 
this at the bottom of your ‘DC 
games to buy’ list is undoubtedly the 
fact that the gameplay is very' short 
- lived — so why would you 
want to pick it up and 
play it again? 


The House of the Dead 2 was no 
doubt one of the most popular DC 
launch titles and Zombie Revenge is 
definitely of the same ilk. ‘So why 
did it only get a seven out of ten 
then?’ we hear you ask. Well, it’s 


This should have been a wrestling 
revolution, but sadly it’s far from it. 
All the faves are there, including 
Stone Cold Steve .\ustin, Farooq, Al 
Snow, Val Venis, Goldust, The Rock, 
Triple H, Mankind Kane, The 
Undertaker and even the late Owen 
Hart. You can also recreate most of 
the specialist match types of the 
WWF. Unfortunately Acclaim's 
licensing deal had almost expired 
and there was no time to improve 
the game during its port from 
r PlayStation to Dreamcast, 

» resulting in substandard 

graphics and a general 
lIL 32 bit reel. 


ZOMBIE REVENGE 


Players: 1*3 • Revieweit: Issue 6 
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Frag fans unite! 
I^^The world’s biggest 
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to Dreamcast! 
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CHEATS £ TIPS FOR OYER 


4 ^^eel Thunder 
A Life 

Aero Dancing Featuring Blue Impulse 
Aerowings 
Air Force Delta 
Attitude: \A/wf 
Blue Stinger 
Buggy Heot 

Chao Adventure: A-Life 
Choo-CKoo Rocket 
Climax Landers 
Cool Boarders Burrrn 
Crazy Taxi 

Cueball (Jimmy White 2) 

Daytona Uso 2 

Dynamite Cop 

Dynamite Deka 

Elemental Gimmick Gear 

Evolution 

Evolution 2 

Expendable 

Fighting Force 2 

Flog To Flag 

Generator Vol. 1 

Get Bass 

Giant Gram All Japan Pro Wrestling 2 
Giant Gram All Japan Wrestling 
Godzilla Generations 
Hardcore Heat 
House Of The Dead 2 
Hydro Thunder 

In Nippon Budokan Giant Gram 
Incoming 

Jimmy White 2 Cueball 
Jojo's Bizarre Adventure 
King Of The Fighters Dream Match 99 
Legacy Of Kain Soul Reaver 
Marvel Vs Capcom 
Metropolitan Highway Battle 
Millenium Soldier: Expendable 


Nfl Ouarterback Club 2CXXJ 

Pen Pen Tri Icelon 

Pop N Music 

Power stone 

Psychic Force 201 2 

Puyo Puyo 

Racing Simulation: Monaco Grand Prix Enter 01 
Rayman 2 

Ready To Rumble Boxing 

Redline Racer 

Resident Evil 2 

Resident Evil Code Veronica 

Re-Volt 

Rippin Riders: Coolboarders Burrm 

Sega Bass Fishing: Get Bass 

Sega f^ally 2 

Seventh CTross 

Shadow Man 

Shotuko Highway Battle 

Slave Zero 

Sonic Adventure 

Soul Calibur 

Soul Fighter 

Soul Reaver L.O.K. 

South Park 

Speed Devil • 

Star Gladiator 2 

Street Fighter 3, 3w Impact , Alpha 

Super Speed Racing 

Suzuki Alistare Extreme Racing 

Tee Off 

Test Drive 6 

Tnn Motorsports Hardcore Heat 
Tokyo Extreme Racer 

(High Way Challenge) Uju 

Tomb Raider 4 
Toukon Retsuden 4 

Toy Commander ^ v IS ^ 

Trickstyle M ^ 

Uefa Striker 1 

Vigilante 8 Second Offence 
Virtua Fighter 3tb 
Virtua Striker 2 

WWF Attitude ^ 

Zombi Revenge M 


Monaco Grand Prix 
Mortal Kombat Gold 
Nba 2k Enter 01 
Nba Showtime 
\ Nfl 2k 

j Nfl Blitz 2000 

^ ■ THE LIST ABOVE IS JUST A SAMPLE OF WHAT'S ON OFFER 

mi SAYING mams roR usi during your au - press O to restart service press Q to move back one step 
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Over 60 Hard*Corc offroad vehicles to choose from including 
special bonus vehicles 


24 incredibly detailed tracks packed with stunning visuals 
shortcuts and realistic weather effects 


Customise your earth eating machine by spending prize money 
on special upgrades and external appearances 


Take a friend on for the ultimate challenge in Z Player mode! 
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